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A dastardly plot's hatching in Dis , a chance for the 
hordes of ultimate evil ro strike a hammer-blow 
against the forces of good. It'll take cutters with brains 
as sharp as their swords to journey into fiery' Baaior itself and try to put things 
right. Bin look out, berk, 'cause there's plots on top of plots, and it's hard to see the 
dark of things when you're caught in a fiendish ped! 


IH + R»DuC+l®H 


B AC KG R© UND 



Y © U CAN' + 
CHANGE a berk's miND 
Wl + H a S + I C K. 

i- + A K E $ 

A H A m IT! E R, A+ leas-k 

— HARmeNium 
P R® V E RB 


The plane of the Out lands is Theoretically shaped 
somewhat like a ring, and along iis outer edge lie sixteen gate-towns, so named 
because they were built around or near gates leading to the sixteen surrounding 
Outer Planes. For the most part, the attitudes and heliefs of the folks in each town 
mirror the nature of the plane the burgs associated with. So the town of 
Plague-Man, for example, built around the gate to the Abyss, 
is about as chaotic and evil a gate-town as a Imdy'd ever 
want to see. Excelsior, on the other 
hand, poised at the base of 
Mount Celestia, is a town that 
literally glows, full of sods so 
pteasarcr they might drive a visi¬ 
tor barmy, Fact is* if the folks in a 
gate-town get so worked up that it 
becomes too much like its next-door plane* 
the whole place goes sliding right off the Qutlands and becomes part of the plane. 

Well* berk, the chant is Fortitude s finally ready to make the big leap into Arca¬ 
dia, The Harmonium - the faction with the strongest influence in the gate-town and 
tlit* plane as well - has been whipping the folks olTnmmde into a fevered pitch of 
order, harmony, and good, hoping to push the town's alignment to the point where 
MTl siarr ro slide. What few know* rhough, is the dark of the Faction's zeal: They 
warn to make up for land they lost from Arcadia, See, They brought chaotic types 
into the lawful plane to turn ihem into “proper citizens, M hut the influx nf chaos 
caused a whole layer of Arcadia to slip into another plane, 

lo usher Eortinide into Arcadia, the faction s planned a sparkling ceremony - 
dubbed the Harmonious Ascension - and they've arranged fora thuch-venerated 
paladin from Arcadia ro preside. This paladin, known as Dan eel the Sihiter of Fiends* 
has cut such a noble swath through the forces of evil with his famous holy avenger 
sword Guardian that lie's pradically the living embodiment of law and order. With a 
bit ofluek, his presence and guidance at the ceremony'll stir up the citizens of Furri- 
rude jusi enough lo push The town over the edge. 

THE FIEND in +he ©IN + IT1EN + 

Daried s legendary campaigns against evil have earned hirn a few enemies, not the 
least of which is the archduke Dispa ter, ruler oTDis on the plane of Baaior. Practi¬ 
cally a power, Dispater could kill the paladin easily enough - if ihat*s how the 
baafezu went about their business. However, the lawful fiends prefer to outwit their 
enemies arid ensnare them in subtle Traps. 

Di.spate r's got just such a trap laid out for Dance I, From Anarchist spies whoAe 
wormed their way mto the ranks of the llarrmmium. Dispa ter learned that Daneel's 
making a trip to Slgil to meet with Facto! Sarin just a few days before the Ascen¬ 
sion, The archduke's arranged for a gang of baarrzu to waylay the paladin, lift his 
prized holy sword, and bring it back to t he Iron Tower on Dis, When righteous bash¬ 
ers come after the sword. DispateTII let ’em have it back without too much fuss - 
primarily because the sword’ll be tainted by then, inscribed with a secret gate spell 
designed to open a path between the planes, 

A blood can probably guess what’ll happen next. The holy am^erTI be 
relumed to Daned, and the Hardheads'll start the Ascension just as quick as they 
can. But as soon as Fortitude starts lo shift* the sword'll open a gate to Dts. allowing 
the spirit of a fiend to come through and lake control ufDaneeL The fiend'll make 
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the poor sod spill innocent blood and turn stag oil his faith in front of the whole town 
Dane el's career as a paladinII he cut short, and he'll spend the rest of his days in 
base humiliation* if he ain't killed outright. What's more, the sight of such a 
respected hero of legend abandoning his noble ideals'll lie enough to disillusion the 
gathered masses and make the Harmonious Ascension grind to a spirit-shattering halt. 

Fact is, iris a pretty clever scheme, and all if II lake to work itself out is a bunch of 
Cutters brave enough, greedy enough, or addle-coved enough to venture into Bayun and steal 
holy avenger hack from Dispa teris Iron Tower,. .. 


ADVfN + URE SUrnrtlARY 

The player characters (PCs] begin the adventure in Sigil, the City of Doors, milling about the Great Bazaar and 
soaking up the exotic flavor of goods front a hundred worlds. 

In Chapter I the PCs gel the chance to save Da nee I from a baaiezu attack. Depending upon their actions, 
they're either hired or forced by the Harmonium lo retrieve the stolen sword and bring it to Fortitude for the 
Ascension. Ideally, they take a portal from Sigil to the gate-town of Ribcage, hut PCs in a hurry may try to go 
directly to slinking Baator itself. 



If they take the portal to Ribcage, in Chapter II the PCs arrive just outside the town, in the mountain range 
known as the Vale of the Spine. In Ribcage they can find a guide that'll lead them through Baa lor, a pass of 
safe conduct to Fend off rhe fiends of the plane, and perhaps even a cover story to help them bluff thdr way 
through hazardous encounters. 

in Chapter III the heroes arrive on the endless, red plain of Avernus. the first layer of Baa tor* They must 
make their way across the wasteland - braving dangers from the terrain and the Inhabitants alike - in order to 
reach the lair of Tiamat, queen of evil dragon kin inch contains the gale leading lo Dis, 

In Chapter IV the PCs find themselves on Dis, the second layer of Baator, near the infinite city of the 
same name. They must travel to and through the burning city - full of enslaved petitioners forced to continu¬ 
ally destroy and rebuild ihe scorching roads and structures - and gain entrance to ihr mutating Iron Tower of 
Dispare r. 

In Chapter V the cutters may use a new magical item to explore ihe tower and recover the stolen holy 
avenger. Eventually confronted by the avatar of Dispatei (and a few dozen other fiends), the PCs learn that the 
archduke’s only too glad to let them have the sword — for a small price. Bui whether they barely escape from 
the tower or leave with Dispateris blessing, the PCs still must deal with a pit fiend who attempts to twist the sit¬ 
uation to his advantage. 

In Chapter VI the PCs deliver the sword to the Harmonium in Fortitude and witness the seeming corruption 
of Darted ai ihe ceremony of Ascension * They must stop the ensuing campaign of evil, defeat ihe fiend control¬ 
ling the paladin's body, and, through their actions or inactions, decide the ultimate fate of ihe town. 


PREPARING f$R PLAY 

First of all. the Dungeon Master (DM) should read Fires of Dis before running h* to get a sense of how ihe adven¬ 
ture should unfold. File DM should also be familiar with the Pi ANESjCAPt™ Campaign Setting, the boxed set that 
introduces the majesty of the planes, in order to gel the most fun out of Fires of Dis and run a campaign rich with 
planar flavor and feel. In addition, a DM may want to expand his or her knowledge of the planes with the Planes 
of Law Campaign Expansion boxed set, which includes a 12-page sourcebook on ihe nine layers of Baaior, and 
the PlaneslAPI Monstrous Compendium* Appendix, which reveals in Full the dark of the baatezu and ihcir powers. 

Throughout Fires of Dis, the DM will Find roxs in amber, meant to be read to or paraphrased for 

the players. Items marked with amber diamonds [♦.) are meant for the DM's eyes only, Special 1 also 

appear throughout the adventure, providing extra information or advice on handling situations. 

Fires of Dis is designed for a party tjf four to six characters of ^th to 9th levels, However, it can be adapted 
for play by larger or more experienced [juries by pumping up the strength of the opposition. The DM can replace 
some of rhe fiends encountered with more powerful types of baatem Wharis more, the DM can make lull use uf 
the baatezu’s ability to gate other fiends into a light, and any baaiezu that appear can try to gate in still others. 

The DM may wish to reduce or eliminate the baatezu s use of the gate ability for parties Thai are less pow¬ 
erful or less experienced. Assume the Rends know of Dispater's ultimate goal and don't wish ro kill the PCs (or 
that they simply prefer to teleport to safety rather than continue to light). 

'Course, any cutters that try to hack their way through this adventure will hit the blinds, or find themselves 
In the dead-hook, Ihe PCs will run into many situations where swordplay is nut the best solution to she prob¬ 
lem. Remember, berk - a Planescape campaign is about ideas, not just beast-bashing. Reward player characters 
for thinking as well as for using their weapons, 
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Tins adventure doesn't assume lhat the PCs belong to any partic¬ 
ular faction; any cutter of any philosophical bent can participate. 
Only the Harmonium, the Mercy killers, the Revolutionary 
League, and the Free League have a high stake in the events. 
However, a PC who belongs to any other faction may receive 
reasons to go or stay from her headquarters in Sigil, but she 
won't be commanded one way or the other. 

THE H A RfH ® N I U ITT 

Of all The faction*, the Hardheads are the most dedicated to 
retrieving the sword: They must have it back for ihe Harmonious 
Ascension to go over as planned* Besides, the sodding fiends 
attacked a respected member of their faction right in the mean 
streets of Sigh! That kind of spit in the eye of the law can t be 
tolerated* I he haatezu’ll Just have to learn the hard way to tne 
the Harmonium's mark. 

THE mERCYlUlLERS 

These bashers Think along the same lines as the Harmonium, bin 
the MereykiLlers are more keen rm punishing the fiends than 
anything else. The multiverse can’t become perfect until cvmy 
lawbreaking berk is cleansed by the mighty hand of justice. And 
right now. there ain’t a group mure it] need of cleansing than the 
thieving baate/.u who jumped the paladin. 

THE RE V© LU + I © N ARY IE AGUE 

The Anarchists want the sword kept out of the hands of the Har¬ 
monium: fact is. their spies helped Ihe baa trail steal it in the first 
place. The Hardheads use the law like a chain around the neck of 
oppressed bodies everywhere - try ing to push Fortitude into 
Arcadia is a prime example - and a successful Asecusion'11 just 
help them pull the links even tighter. Truth is. all structures ol 
power have to be smashed into bits, and the Harmonium's house 
is a ripe place to start. 

The Revolutionary League has no fixed headquarters in Sigil 
and no factoL An Anarchist PC might join the quest just to see if 
he could stop the Hardheads from getting it back. 

THE FREE LEAGUE 

As soon as enough In Heps hear about the stolen sword, they’ll 
head into Dis and try to reach it first. They’d probably just sell the 
thing to whoever (or whatever) offered them the most jink, barring 
the Harmonium, Fact Is* all jink aside* the Indeps'll get the most 
pleasure just from denying the Hardheads their prize - they've gut 
no love for hashers whn’d deny a body her own free will. 

Like the Anarchists, the Free League has rm faction head¬ 
quarters and no factol. Indep PCs might not agree with the 
rest of the party on what to do with the sword ^ 

once it’s been recovered. 


ffi + HfR f A C + I © N $ 

! u \ This faction sees the theft of a holy weapon by 
dirty fiends as just more proof that then* ain’l any “gods.” 
However, a trip to Baator might be Interesting, just to pry 
into the smoke and mirrors behind all the nonsense about 
powers. 

m ■' in 'ii- : The Gods men believe that all beings arc 
being tested, all the lime; the theft of the sword might be a 
golden opportunity for the right cutter to prove herself 
Worthy. 

lv B leakers just don't see the point - there’s no 

meaning to the planes, so one sticker more or less ain’t 
going In make much difference. A Bleaker PC might go 
along just lo revel in the folly of it all. 

Tins faction wants to hasten the natural, 
inevitable decay of the multiverse. While the baatezu might 
use the stolen sword to help it all crumble, the Doomguard 
feel they could do a better job of it 

1 Di The Dustmen think everyone's dead already and see 
Baator as a place that most closely embodies thdr view of 
the multiverse - a wasteland, full uf pain and cruelty. 
Going there might give a cutter another step up on the lad¬ 
der of Truth* 

hr F 11 : Hey, if Dispatci was able to snatch a holy avenyer 
sword from a paladin* he should be entitled to keep it, 
’Course, any PC quick enough tu turn the tables on the 
archduke should get to claim the sword herself 

il l ; The key to controlling the multiverse is 

understanding the taws lhat govern existence* and a trip to 
Baator could provide a peek into the dark of the fiends* If 
Hie Guv tiers can master the laws of Baator, then they’ll 
master the haatezu as well 

Each Signer considers herself to be The center 
of the multiverse and makes up her own mind about what 
to do. 

i ; S';" s The Sen sates believe that life must be 

experienced in full in order to be understood. The layers of 
Baator arc cruel and dangerous, but without knowing such 
despair, how could a body truly hope to know kindness 
and beauty? 

h i A PC who belongs to this faction 

should if i have to ask anyone whal to do. Ciphers move on 
the moment, without letting thought cloud thdr judgment 
or their actions. 

i in \ ■ Chaos, nm order, is Ihe natural state of the 

multiverse* A PC of this faction'll he 
glad to go after ihe sword, if only 



* 



N © N PLAY £ R CHARAC+fRS (NPCs) 


D A N £ E L. Smi + CR ©f FIENDS 

Male human planar 

i Jih-tevel paladin. Harmonium: lawful good 


Stk 

18 

Kl 

15 

HP 

74 

Drx 

15 

WfS 

14 

AC 

-2 

Con 

16 

CtlA 

1R 

THACO 

8 
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Msik gilhzernt planar 

fith-level thief. Fated: chaotic neutral 


Str 

12 

Int 

12 

HP 

36 

Dpt 

17 

WlR 

9 

AC 

5 

Con 

10 

Cha 

ft 

THACO 

17 



i ■ Field plate armor +2; tong sword +5. holy avenger. 

Si h i \ Daneel's Strength gives him a +t bonus to hit ami a +2 
bonus tin damage: his Charisma gives him a 7 bonus on reac¬ 
tions; and his Dexterity gives him a -l bonus to Armor Class 
(already added ini. His high level allows him two attacks per 
round. 

Daneel’s a tall, strapping man with the perfectly chiseled 
features and noble hearing of a marble statue come to life. Raised 
in Fortitude, on the legends of fearless dwarven raids on the 
forces or evil Dan eel i rained to become a paladin at a young age 
and now serves Marduk. a greater power on the first layer of 
Arcadia. 

Da nee l spends most of his rime leading his warband in 
fierce assaults onto the Lower Planes. Ills powerful holy twengvr 
sword Guardian was made especially for his use by the dwarves 
of Mount Clanggedin in Arcadia, and together Darted and 
Guardian have approached legendary status. 

1 'i When role-playing Dan eel, be sure to use a stilted 
vocabulary and sentence structure, as in this sentence; "Well 
met, friends; ihv quick steel and good hearts hast trulv saved me 
from a fate most gruesome.” 

f L A m C N THCtUTTA 

Female tiefling planar 

4th-kvd Fighter / Sth-fcvri cleric. Dustmen; lawful evil 


I ipm i: Scale mail armor, short sword W, ring of invisibility* 
i As a githzmk Herfik has an innate plane shifting abil¬ 
ity, though he’ll use it only if about to lose his life. He also has a 
magic resistance of 40%; his sword and ring have permanently 
escaped being rendered men. 

Ilerrik received his satirical nickname from It is current 
employer, Barius Sharpsplimer of Ribcage, because the gloomy 
gttkzerai can't ever seem to shut his whining bone-box. Ilerfik's 
paid to (cad travelers into Baator. but he's not particularly 
pleased about working for SharpspHnter - memory of bis race’s 
enslavement by mind Layers makes him overly sensitive to rak¬ 
ing orders. 

If the PCs go to Ribcage and hire Herfik as a guide, the 
ihiefll do ids job. However, he doesn’t feel lies paid well enough 
to fight earnestly at their side as well, if rite PCs are strongly 
challenged by baarezu. Herfik does whar he can to save his own 
skin. 

KRrI K 

Pit fiend 

1HAC0 7: #AT 6; Dmg It!4/td4/td6/td6/2d6/2d4 (+6 Strength 
bonus); AC -5; HD 13; bp 84; MV 15. Fi 24 fC); SA fear, poison, 
rail constriction; SD regeneration, +3 weapons to hit; MR 50%; 
SZ L (12 feet tall): [NT genius (18); AL LE: ML fearless (19); XP 
21,000. 


Sir 

1G 

Iwi 

10 

HP 

32 

Dix 

8 

Vfts 

12 

AC 

4 

Com 

n 

Wa 

12 

THACO 

17 


1 : Studded leather armor +2, mace +4. 

s Therma's Strength gives her a +1 bonus on damage. She 
has Hie following spells memorized: bless, cure light wounds 
(x2) ./lame Made, hold person, protection from fire, and slow ptih 
son . As a tiefling, she also possesses the special abilities of that 
race. 

Thermas one of Lhe most Lnistcd members of the Fla men 
family of Ribcage, a group of clergy related not by blood but by 
their devotion to the baatezu. Its leader, Flamcn Pori tikis, allows 
Therma to take supplicants onto Baalor to worship the fiends 
there, and she looks forward to such excursions onto her beloved 
plane. 

If the PCs disguise themselves as supplicants and hire 
Therma to lead them into Dis, she lectures them on the wavs of 
the bnatezu and counsels the party to make the proper obeisance. 
Course, supplicants must submit to whatever abuse the baaiezu 
wish in inflict. If I he PCs seem reluctant. Therma first doubts 
their strength of will and eventually begins to suspect they’re not 
true supplicants at all. 


bji IPJUIm: None. 

Srr En addition to the magical abilities inherent to all 
bnatezu, Kri'ik has the Following spell-like [towers: detect magic, 
detect invisibility' fireball, gate, hold person, improved invisibil¬ 
ity, polymorph self, produce flame, pyrotechnics, wall of fire (all 
once per round], and Symbol of pain (once per davL Krilk's 
already used his one wish spell For the year. His gate ability lets 
him automatically summon two lesser baaiezu or one greater 
baatezu. 

Kri'ik serves the archduke Dispater in the Iron Tower on Dis, 
but he’s been disappointed with many of his lord’s actions of 
laic. The Fiend sees the theft of the holy avenger it s a grand 
opportunity to embarrass the archduke, ami he plans on assisting 
any adventurers who come looking for the sword. ’Course, he'd 
prefer to keep the powerful weapon for himself and secretly 
plots to twist any agreement he makes to his own advantage. 

Dispnter knows this ami is, in Fact, counting on it. He’s led 
kri'ik to believe that the fiend could actually turn stag on a Lord 
of the Nine anti geT away with if. Dispacer’s kept Kri’ik in the 
dark as to Hr* truth behind lire theft and return of Guardian, 
hoping the ambitious pit fiend’s machinations will ensure that a 
party makes it to the tower and recovers the sword. 
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CHAPTfR U 
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At the beriming of Fires tfDis. the player characters 
are browsing through the Great Bazaar in Sigil when 

they're bobbed by the bends sent to steal the holy 
avenger from DanceL Whether the PCs rush to the 

paladin s aid or leave him to his fare, the Harmonium gets wind of 
their involvement and convinces them - with garnish or muscle - 
to retrieve the stolen sword. The party must then tumble to the 
workings of a nearby portal to Ribeag 1 or hunt down a dangerous 
drop right into Baarur. However, before they leave the Cage, they 
find that a few other folks have different plans for the sword. 

Feel free to invent any reason for the party to be 
wandering through the stalls of the Great Bazaar, ’Course, shopping for basic 
equipment to replenish lost stock or rations is always a good idea, especially if the 
PCs have just returned from another planar advr mure. A party new to 
Sigil could be pulled in by magical ms floating through 
the streets around bazaar, which cajole 
passershy into s,,ti r i!ing the ~ne wares of 
ihdrou rs* stalls 
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THg FIENDISH PL© + 

Thanks to the chant passed their way by the Revolutionary League, flit baatezu 
know that the paladin Daned’s arrived in Sigil, and that the holy av tger is at his 
side. The fiends plan to lure Daneel into an alleyway, where they cart deal him a few 
satisfying blows and wrest Lite haled sword from his grasp. Here's how: A gelu- 
gon’ll use his polymorph self ability to assume the form of a wrinkled female elf. 
and art abishafll play the savage attacker. When Danced spies the scene he's 
sure to rush to the elfs defense, and all the fiends'll jump the righteous sod. 

The baatezu also want witnesses for the attack. Remember, berk, 
the fiends want some cutlers to come to Baator and take hack the sword; 
besides, they'd hate to pass up an opportunity to embarrass or humiliate 
the paladin. 


THE GREA + BAZAAR 


— a ITIERCHAN+ +RYIHG+© 
6©B PRimES in + ® 
BUYING LAND '» L1IITB0 


The Great Btuaar! The kind of place timi d drive rmr u Svnsttte barmy, n itfi 
to many things to sample from so many different worlds that it 'd take ten 
lifetimes to try them all. This whole pan of Soil's swamped in u sea of eurtt- 
van tents and breakaway Malls, topped with flags, draped with banners, Jes- 
tmmrd with hangings of even' color and design. Here, the merchants of a 
hundred planar and prime worlds set up their carts, offering food, drink, 
rugs, pots, clothing, rope, stoneware - anything, that a visitor [a the City of 
Doors might want or neat. And since just about rmy berk and blood in the multi- 
terse tramps through the Cage at some prtirrf or df/ier. it *s a bet that the merchants 
Here have something to meet every* taste. 

The DM should allow the PCs to buy any basic equipment they might need - 
within reason, of course. This is a common, open-air market where visitors can find 
necessities, comforts, and odd trinkets, nor n place to pick up magical items hand 
over font. It could be fun to have a stall offer items from tltc home world of one of 
the characters, bin remember that a lot of the stuff for sale just ain’t going to be for 
human (or even humanoid) consumption. 

Possible goods and services to help a DM spice up the marketplace might 
include: 
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spirit candy - hardened 
bits of various sweet meads that 
arc said to contain the spirits of beings from 
far-flung prime worlds. 

a wriggling sack of larvae from the Lower Planes, 
offered by a hideous night hag to a glabrezu as 
fodder for the endless Blood War 
black, foul-tasting mushrooms said to he dug from 
the mors of Yggdrasil, the plane-spanning oak, 

a stoppered glass bottle, “guaranteed" to be filled with air from the peak of 
Mount Celestia thafll purify the evil right nut nf any berk who gives ii a whiff, 
sedan chairs carried by teams of suvne giants, offering rides through the streets 
light howls, forged out of rock from the Hlememal Plane ni l ire, that, when lit. 
brighi flume until snuffed out. 


lit style, 
bum with 


The DM should lei the PCs role-play and haggle with merchants as long as they re having fun. As soon as 
they're ready to leave the marketplace, run "The Pickpocket/ 

i While the PCs are mulling over the market's goods, they’re being watched by the second-in-com¬ 
mand of the team of baatezu sent to steal the holy avenger. This Henri, a gelugon, has used bis polymorph self 
ability to (lose as a wiry male tiefling* He’s sizing up the crowd for possible witnesses to their crime* After a hit 
of observation, the fiend decides that ihe PCs are promising candidates. 

Any player characters who indicate that they're on the lookout for trouble should be allowed to make a 
Wisdom check. If they succeed, they sprit the gdugon - a wicked-looking humanoid in a dark green tunic - 
staring at them through the crowds. A second later, the stranger vanishes into the mass of beings, and the PCs 
can no longer find him. 


THf PICKP©CK€ + 

Read or paraphrase the following to one of the PCs before the party leaves the bazaar: 

You /re/ a body hump up against yon from behind With lhr crush of being* ht Tin* marketplace, you don't 
pay it much mind. Then i uplift, this ain't exactly the safest pun nj SkpL 

Repeat the occurrence umil the PC decides lo check his or her possessions, at which time a valued object 
turns up missing. Still in the form of the tieflmg. the gdugon has lifted an item from the PC - anything that 
can he stolen easily and looks like it'll be sorely missed: a purse or pouch of gold, a gem-studded dagger, a 
wand, or any small object. The DM can feel free to make any Item be I he target, hut he or she should be certain 
IPs something the PCs woo l take kindly io losing. The gdugon wants to be chased. 

When the PCs scan the crowd for the thief, read the following: 

fan set a lean Humanoid with pointed cars moving quickly through the crowd, away from you. He gives a 
took back, ami the wicked gleam in his eye seems to pale a hit udren he notices youf e sported him. 

1 If any member of the party previously spotted the poly morphed gelugon. be nr she should recog¬ 

nize the thief as the berk who was peering at them earlier. 


TH € CH ASE 

The PCs will probably chase after lhe gelugon. If ihcy seem reluctant* the DM should encourage pursuit by not¬ 
ing that the ticfling^s having a hard time slipping through the crowds (perhaps hampered by a slight limp). 

When the party conu s after him, the gelugon leads them down a street heading away from the market¬ 
place anti around a corner, running past the alley where the rest of flic baatezu are attacking Daned. He runs 
slowly enough to keep the party interested, hut quick tv enough so they don't actually catch up. ’Course, the PCs 
should think the thief is doing his level best to give 'em the laugh. 

Once the gelugon has led the pursuers near the alley, he rounds a corner, uses his teleport without error 
ability to pop 10 the nearest portal tu Raator. and goes through to the wasteland of Avcrtius, where he waits for 
the rest of the team. The stolen object goes with him. though the players might find It again in the Iron Tower 
on DIs. 

DM Hr, With the gelugoiris speed and head start, the PCs can't physically catch up to him, and his high 
magic resistance 150%) and saving throws (based on 11 Hit Dice) means spells probably won t work cither, But 
If the party dues manage to stop or trap the fiend, he simply teleports away, making it look as If he’s using a 
ring or other magical item to get away. The DM should then run "The Fiends' PeeT as soon as the PCs walk 
down any street away from the marketplace (do this also if the party refuses to chase the gelugon at all). 


♦ 7 ♦ 








THE FIENDS* PEEL 

WV-n the PCs pass by the putrid alky, they see the rest (if the 
baatezu party - a gelugon and three abishat - attacking the pal¬ 
adin Darned 

A targe man fti rftnitr mn/jf fe being savaged bv a handful of 
hideous creatures - it 12-ftmt-taH insectlike beast ami three 
shorter monsters that look like gargoyles rip at him with fltei* 
razor-sharp dates and iails> dancing around him as if toying 
with a rat . Though dazed and bloodied, flic man swings repeat¬ 
edly at the.fiends with a long sword that glairs brightly in his 
tujht grip. 

If the PCs join the Fray, the baatezu - who expected the 
party to pass the alley - act as iT The cutters 1 appearance is an 
unwelcome development, the abishat 
move forward to attack the PCs. 
blocking them from reaching Daneel 
and the gclugon. Under orders not to 
kill the PC witnesses, the Fiends restrain 
themselves From using their Tull powers, 
bui gleefully inflict nonfata! damage upon the 
party. 

After a few rounds oF battle (or if any fiends are actually 
in danger of being killed or captured), the gelugtm brings the 
fight to an end with Its tremendous 10/76 Strength. Rather than 
cause itself pain by touching the hated holy avenger, the gclugon 
simply takes DaneeTs whole arm: 

The towering, instctlike fiend lunges toward the man and 
grabs his right am, which grips the glowing sword. With a power¬ 
ful yank. the fiend tears rite nrut off at the shoulder: the sword's 
light dies, though the gloved hand refuses to relinquish its grasp 
mi the weapon. The man slumps back against the razomne-cov- 
ervd wall of the alley, an the verge of/aiming. 

The tall jiviui issues a raspy command to the or hers: "Forget 
the meatl Wr't Hr got Disposer's prize!* 

The gclugon and the abishal then use their tele pan without 


1 1 VUKM ii: THACO 15: #AT 3: Dmg Td4/ld4/ld4+1; AC 3; 
HI) 5+2: hp 35 cadi: MV 9. fl 12 (CJ; SA poison* dive: SD mgen- 
crution, +1 weapons to hit: MR 30%; SZ L 17 Feet tall); INT aver- 
age (9): AL LL; ML average (10); XP 8,000. 

Spell-like abilities; change self, command, produce flame, pyro¬ 
technics. and scare. 


WHA + , +HIS? 
' TI S bu+ A SCRA + CH! 

- DANEEL. 

Smi + ER ©«= FIENDS. 
tus+ BEF© RE 
PASSING ©U + 




EN + ER +»€ HARDHEADS 

One way or another, the Harmonium's going to get involved in 
the recovery Of Guardian. However, the PCs can handle the situ¬ 
ation in a number of wavs: 

Si mu 111 jo ii;i ii : k If the PCs take a dose look at 
Daneel, they notice the symbol of the Harmonium on his breast¬ 
plate - a light blue shield, split by a sword with a glowing han¬ 
dle. As Daneel is unconscious, bleeding, and probably poisoned, 
the party should get the idea to take him to Lite City Barracks, the 
headquarters of the Harmonium. Proceed with "Tilt Barracks," 
below. 


error ability to escape to the sewer portal and return to their 
plane. Daneel - bartered, contused, and gravely wounded - 
swings his remaining fist a Few times at the party until calmed. 
He mutter, the word “Guardian" a few times before collapsing at 
the party's feet, 

i i i; During the fight, the baatezu won't try to gare in 
reinforcements, so that ability is not detailed in the statistics 
below, 

SKIPPING +H£ FIGH + 

1T the PCs chase the thief instead of stopping to light, they round 
the next corner and find no trace of him. Meanwhile, the baatezu 
toy with the wounded paladin for another ld3 + 2 rounds, but if 
at least one PC doesn't return to the alley by then, the fiends 
simply take the sword and return to Baa tor, figuring that they've 
been seen, and that's good enough. 

- THACO 9; 0AT4; Dmg 1d4/1d4/2d4/3d4 tall with +4 
Strength bonus): AC -3; HD 11: hp 63: MV 15: SA tail freeze. 
Fear: SD regeneration, +2 weapons to hit: MR 50%: SZ H {12 feet 
mil): INT genius (18); AL LL; ML champion [16): XP 19,000. 
Spell-like abilities: derm rpu'isiTtMffr (always active), derm 
magic, fly. polymorph self and wall of ice. 


\ ,n nr: i If the PCs leave the paladin lying in the 
alley, or never joined the battle at all. Dancers racked body is 
found 2d4 turns later by a Harmonium patrol They take him to 
the Barracks for rest and healing, and intimidate the populace 
until a Tew folks report having seen the PCs near the alley. 
Troops of six Hardheads each fan out across the city, looking for 
the party. Proceed with “Scragged," on page 13. 

; If the PCs drag Darted anywhere but the 
Barracks, he comes around In Id6 turns and desperately asks to 
be taken to his faction headquarters. Though too weak to answer 
many questions along the w r av. Daneel can spill the dark on the 
following: 

♦ He came to Sigil to meet with Faclot Sarin before 
Something called “the Ascension." 

♦ He tried to stop a fiend from attacking an old elf, but 
was set upon hy several more of the evil creatures, 

♦ The baatezu took something from him called Guardian, 
and he must retrieve it at all costs in lime for “the cere¬ 
mony," 

If the players further press Daneel on these or any other points, 
he apologizes for his weakness and asks them to wait until they 
reach the faction headquarters. Run "The Barracks," below, with 
Daneel conscious but unable to do more than mumble a few 
words now and then. 
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THC BARRACKS 

77?i v part of town 'arms much mare shit than $mm* of the others 
you've wen today. Fact is, after the teemhuf chavs of the market¬ 
place. these streets look almost peacefuI* mth lone passersby 
here and there, and little noise wafting out of the few taverns and 
ittns m tile area. 

And then , there it is. like a gargantuan slab of stone crush¬ 
ing the streets of the Cage: the City Barracks. Outside, the ree tan- 
gator building looks dull T httny, and impenetrable, uith a single, 
guarded entrance opening onto this street. Four warriors stand Fit 
front of the arched doorway, chatting* but they snap to their 
quant as you approach: “What's ver business?" 

A true accounting of the fight with the baatezu - and 
DarieeLs shocking condition - should he enough to convince the 
guards (PI 16 var/F2/Ha/LN] to bring the PCs inside. Any player 
characters who belong to the faction should also be able to help 
get the party inside. 

The guards take ilie group into a small, featureless room 
containing only a few stone benches, telling them Lo wail there 
while they fetch a high-up. 

A TALf ©F Wffi F 

After a few moments. Tonal Shar [Pl/d h/F9/fla^LG), an assistant 
to Factol Sarin, enters the room, A human in red leather armor, 
Sharis as tall as a normal man. but as bulky as a dwarven war¬ 
rior. After confirming that the paladin is, indeed, Daneel the 
Srnitcr of Fiends, he summons guards to lake him to a room 
where they can tend to his injuries, Then Shar turns his attention 
to the rest of the group, 

"Ton berks'd better tell me everyth tag you know about 
what s happened id rite paladin, and / mean every detail. Now " 

After the PCs tell what they know of the attack, Shar asks 
I he whereabouts of Guard ion. Once he realizes that the PCs 
aren't sure what he s talking about, he explains: 

“DaneeVs hud his holy avenger sword Guardian at his side 
for - ire//. 7>cmr as long as 1 can remember. Many's the night /‘re 
spent in fortitude or Arcadia listening to bards spin tales and 
songs of Dmirei \ brave assaults on the forces of evil. Together, 
Da n eel ami Guardian Ve been a powerful force for good in the 
planes. 

'"Course, if fiends Vt snatched the sword, it could be arty 
where by tune: stashed away somewhere in the Cage, rotting in 
tme of the nine layers of Haaior. rrm floating m the bthereal - 
that is. if the sodding bament hnven‘l already found a way to 
smash it to pieces!" 

If the party says the baatezu mentioned Dispateris name. 
Shar identifies the villain as a Lord of the Mine, figuring that 
Danecl's history of onslaughts against the fiends must have 
engendered this attack. In any ease* he grills the PCs (irmly about 
their purpose In Sigii and their part in the battle, trying to find 
out if they know more about the sword than they've already told 
him. However, he won't answer any questions about The Ascen¬ 
sion (or any other bits of the chant they may have picked 
up from Daneel]. 



Once satisfied that the PCs don't have the sword, Shar 
thanks them for assisting Daned and calls guards to escort them 
out the door. He asks the party lo stick around Sigii lor a day or 
so, in case he’s got any more questions for lhem about the inci¬ 
dent. and gives them a gem worth SO gp as an incentive. 

i t\! If any cutters volunteer to help recover the sword. 
Shar turns them down: “The Harmonium handles ils own 
affairs," Even PC members oT the faction arc rejected, since a 
large enough force can be put together from the warriors in the 
Barracks. 


©P + I0NAL |NC©UN + £RS 

After delivering Daned to Lhe Barracks, the party's got a day or 
so to kick around Sigii before being summoned back to see Tonat 
Shar (see “Back to the Barracks." below). During that time, the 
DM can run some or all of the following encounters (or others of 
his or her own devising): 

I i i:v l i An Anarchist spy in the Barracks [dis¬ 

guised as a Harmonium guard) heard Sharis talk with the party. 
Four Anarchists (Pl/var humanoid/Fi/RL/CN) confront the PCs in 
the street, idl ing them to stay out of affairs they don’t under¬ 
stand, They intend to merely bully the party but fight if pro¬ 
voked, willing to give their lives for their cause. 

THACf) IB; #AT I: Dmg Id4 + Type L poison (dag¬ 
ger): AC 7 (ring mail): IID 4; hp 13, 22, 27, 29; MV 12; 5Z M (5 
feet tall): I NT average (10): ML fearless (19): XP 175. 

A passerby (Ft/f he/O/Ai/LH) who observed the 
PCs carrying Daned through the streets approaches the group to 
find out what they know about the paladin and the Harmonium's 
plans. For a small fee (10 gp). she tells the PCs the rumors she's 
heard about the Harmonious Ascension (just the basics), sneering 
at the idea of any power caring where one town or another lies. 

2d4 da bus (set page 10 of the Monstrous Supplement 
in the Planescap! Campaign Setting box) are resetting cobbles in 
a street damaged by a recent light (nut DanetTs). Through sym¬ 
bols that appear In the air. they ask the PCs for mformation 
about the brawl that caused the destruction, but the party must 
decode ihe DM-devised rebuses to understand the silent ques¬ 
tions, The single-minded dabus don’! speak with the PCs about 
any other topics. A friendly translator (Pi/V b/G/Be/N] offers to 
interpret the symbols should (he party require assistance. 

K Thirty-six cranium rats (with a collective Intel¬ 

ligence of 7) lurking in a nearby bundle of trash east a grease 
spell under the parry's feet. Any PCs that fall are 
immediately attacked by the swarm of 
rats, who hope to make off 
with the group's rations. 

t-. ,!■ i , [p THAO) 19: #AT 
1: Dmg Id4; AC 6; HD I: hp 5 each; 
MV IS; 5D save as creature of Hit Dice equal to 
group Intelligence; SZ T [6 inches long]; 1NT var (I 
point per every five living rats): AL ME: ML unsteady (7); 
XP 65. 


BACK +®+H£ BARRACKS 

A clay or so alter the encounter with Tonal Shar ai the Barracks, 
the party is contacted by a Harmonium guardsman [PI/ - d/FI/Ha/ 
LG], She tells the party lhar Shars got a Few more questions For 
them, and escorts them to the Barracks, Once there, they're taken 
Into a meeting room where Shar sits with a dark-visaged dwarf- 
smith introduced as Grimbrech Stonchammer (Pl/o ri/F5/P6/Ha/ 
LG] of Mount Cl a rigged in in Arcadia. 

SHARS S + ® RY 

“77/ get right to the chant. Ton brought us Darn'd — minus the 
holy avenger. Well. tee sent a storm of bashers info Baator tn get 
it back, ready itt tear the blasted plane Opart f fiend by fiend, to 
recover Guardian, 

'T/lev returned only a Jew hours ago - The few rhar came 
hack rtf nil, rhar is. They were just um sodding obvious, all laud 
and brash and stomping everywhere they tcau The baatmt took 
cm to pieces without breaking a sweat, 

“Our of the survivors confirmed irluu we'd though). A pit 
fiend bragged about mounting the sword — and Dan eel's arm - 
on the wall in Disputed* Iron Tower . 77tc baate/tCrv no doubt 
waiting for us to try again, but wy figure getting the sword's 
going to take sneakier bloods - cutters who can boh and pert as 
well as fight . 

“Fact is. we're ready to offer you a deal: Bring ns the hcily 
avenger and well see that it's worth your trouble." 

The DM should allow the PCs to interrupt Shar at any time 
with questions or comments. When he’s Finished, he offers a 
purse of 10.000 gp upon turnover of the sword, which must be 
brought to the gate-town of Fortitude, Shar adds Thar the 
dwarves of Mount Clanggedin are prepared to give each party 
member the pick of any magical object from their fabled 
armories. 

What’s more, Shar offers to pay the parly's expenses for the 
trip by giving them a bagful of rubies and emeralds, each worth 
about 100 gp. The whole bag totals 4,000 gp. and whatever they 
don't use they can keep as pan of the reward. 

1 1\! ■ Both of the amounts - the purse and the operating 

expenses — are negotiable, especially if Shar earlier turned down 
an offer of help from the PCs. Sbar's willing to go as high as 
10,000 gp itt expenses; the DM should feel free to set the upper 
limit of the purse according to the specifics of the campaign. 

QUCS + lffiNS AND ANSWERS 

If the PCs ask, Shar provides ihem with information on the fol¬ 
lowing subjects: 

H m B The Hardhead raid landed directly in 

Avemus, the Una layer of Baator, and ihe baatezu were ready for 
'em. Pure fact is, as a lawful plane, Baatofs open to visitors, as 
lung as a body's gut a good reason to he there. The Harmonium 
bashers didn’t — at least, not as far as the fiends were concerned. 

Shar counsels the PCs to start in the gate-town of Ribcage, 
where ifs said a visitor heading for Baator can pick up a pass of 
safe conduct lo show the fiends, and maybe even a guide who 
knows the plane pretty well. 

ti Shar gives them directions to the SUL an 

inn not far from the Great Bazaar in the Market Ward. He 
instructs them to ask for the fourth room on the second floor. 


Hinting that he’s worried about spies in the ranks of the Harmo¬ 
nium - after all, the baatezu shouldn't have known where or 
when to find Datieei - lie says no more about the inn, beyond 
reminding the party to get the specified mom. 

RtrLKftiNu tut swukq: The holy avenger must be brought to 
Fortitude, where it's needed for use in a "special ceremony." Shar 
says he can give the PCs a gate key that’ll Itt them iravel there 
directly. As for finding a gate. Shar knows of traders who’ve 
come to Fortitude from Dis; merchants in Dis should be able to 
direct the PCs to a gate. 

I The PCs might have to deal out some garnish 
along the way. and the haaiezu prefer gems to standard jink. The 
bag'll be waiting for the PCs in Ribcage, at a bathhouse called 
Lhe Gymnasium of Steam, If they don’t go to Ribcage, they don't 
get the gems, 

D - : The paladin’s too weak to join the quest. He’s recu¬ 

perating in the realm of his power Marduk, on Arcadia, 

II i i If the PCs ask about "the .in 

mony” or "the Ascension.” Shar hesitatingly gives the basics of 
the plan (as described in the “Background” section on page 2), 
However, he doesn’t mem ion the layer of Arcadia that was lost 
due to Hardhead bungling. 

He asks the PCs to keep the nature uf their quest as 
quiet as possible. If folks in Fortitude hear that 
Dan eel's been attacked and Guardian stolen, 
they might begin to lose faith In the paladin, 
the holy avenger, ami the faction itself, which 
could endanger the plans for the Ascension. 

Shar also explains about lhe 
Ascension if the PCs ask why 
the dwarves of Mount 
Clanggedin in Arcadia would care 
enough about the loss of the holy 
avenger to offer magical items as a reward for its recovery, 

swee + eNiNG +h e d§ai 

The dwarfsmith Stanch am mcr T $ come with magical items that 
might prove useful to the PCs in their journey, offered one at a 
time (possibly in trade for Items the PCs already have], if the 
patty seems reluctant lo go after the sword. 

Hie dwarfsmith's hag contains: 

♦ A scabbard of holding, ait item similar to a bag of hold¬ 
ing hut one 1 hat accepts only swords. When a sword’s 
placed inside, the scabbard shrinks to the size of a dag¬ 
ger sheath. Right now t it won't accept any sword but 
Guardian, bui if the party is successful, the dwarves 
will remove this limiting enchantment, 

♦ An arrow of direction currently set only to find the 
sword. As with the scabbard, if the party ts successful, 
the dwarves will remove die restriction. 

♦ An iron rod of beguiling with four charges. The dwarves 
will replace tl with a fully-charged wand IT (lie parry 
brings back the sword. 

♦ Two rings of fire resistance enchanted Lq work only on 
the plane of Baator. 

i>Tvi The magic in each uf Stonehammer’s items comes 

from schools thaT aren’t altered on Baator, so the PCs can use the 
items there without any cross-planar reduction in power (see 
pages I S-17 of A DM Guide to the Planes in the Pi vnfscapf 
Campaign Setting box for more information). 




♦ II* 




ACCEP+ING +HE ©ffER 

If the PCs agree to retrieve the holy a linger, Shar maps out their 
course: Head iur the gate-town oT Ribcage: take a gate to Aver- 
nus. the first layer of Baator; find a gate into Dis. the second 
layer; retrieve the sword from Dispatcr's Iron lower; bring it To 
the Harmonium’s headquarters in the gate-town of Fortitude. 

Shar also gives the PCs a small, steel chain with links joined 
to form a circle, almost like a bracelet. He explains tlmt it's a 
special gate key that'll open any gate to Fortitude, However, ihe 
PCs can only use it once its consumed when brought through 
a gate. 

A persistent party can also Convince Shar to advance Them 
up to 500 gp worth of gems as a show of faith, 'Course, any such 
advancement is deducted from the larger collection of gems 
t hat’ll be wailing for the PCs in Ribcage. 

DM If the party refuses the offer, Shar reveals the 
basics of the Ascension and Guardians important place in ihe 
ceremony (if he hasn't done so already). He pleads with the PCs 
to recover the sword, which'll redeem Dan eel and assure Forti¬ 
tude’s slide into Arcadia. 

If necessary, Shar also threatens that the Harmonium can 
make life very difficult for she PCs, and even hints at long jail 
sentences for berks who might have had a hand in helping 11n- 
fiends assault the paladin. 


THE FREE LEAGUE 

it turns out that a few bodies in the Cage know about the sword's 
loss after all: not all of the Harmonium members are as tight- 
lipped as Tonal Shar, and the Anarchists posing as Hardheads are 
glad to spread the chant. One berk who's found mil is Karris, a 
wizard in the Free l eague. He’s formed a loose hand with six 
other Indeps to capture the holy avenger themselves; they hope lo 
sell it to the highest bidder and don't want anyone mucking up 
their scheme. 

At some point before the PCs leave Sigil, they're sported and 
approached by Karris. 

You ethnos! don't even nonce (he slight man (n the stained, 
tight-fitting tunic until he's right next to you. close enough la 
trod on your boors. He's wearing the colors of the f ree League 
and a half-toothless grin. *Ha There, blonds." he eatts our. “So 
you’re the tough carters who're gamut track dawn the enchanted 
poker. Well. oT Karris just might he able to help you nut/’ 

Karris plays the friendly rube while feeling out ihe party, 
trying to determine how much they know and what their plans 
are. He casts an ESP spell on the first PC to respond, switching to 
another PC each round (the DM can roll saving throws and deter¬ 
mine what, if anything, is learned), 

karris pretends to have apprenticed to a mage who traveled 
regularly to Baator for rare spell components, and he claims to 
know the dark of giving fiends the laugh. However, his intention 
is to confuse The PCs with lies and delay their departure from the 
Cage to give his own group time to geL 
^ ahead, ff challenged, he sticks lo his 

_ JUr W story and leaves in a huff; if 

V attacked, he tries to escape 

with his boots of speed or a 
wraithjbrm spell. 


Karris (Pi/d 11/W6/FL/CNJ: 

THACO 19; #AT 1 : Ding Id4 + 1 [dagger +2); AC 4; HD 6; hp 22 ; 
MV 10; SZ M (5 feet tall); iNT exceptional 116); ML average (LO); 
XP 975. 

Magical items: Jmofa of speed t bracers of defense (AC 4}, wand of 
lightning i 10 charges). 

Spells (4/2/2): alarm* burning hands* ESP , hold portal, knock, 
monster summoning l, sleep, and mmthform. 


THE SILL 

Once the PCs are ready lo head for the Sill, read or paraphrase 
the following: 

Tau fallow Ton at Shar's directions to the Sill a two sron 
building of ’greenish limestone, only st few blocks from the shouts 
and hu /2 of the Great Bazaar. Twists of rtmtnonc cover the front 
of the inn tike hy t even obscuring part of the sign over the dark 
wooden door. 

The owner oT the Sill's named Cedlic Mart (PI/ 9 tf/O/Fa/LN). 
and her kip's aimed mainly at shoppers and merchants in the 
Great Bazaar. The dark of it; though, is that the windows in the 
second-floor rooms are one-way portals to the Outer Planes, 
Lodgers who Kimble lo (his fact can take a trip out of Sigil; those 
who don't simply catch a night's resi in their room. Tonal Shar 
knew about the portals, and he directed the PCs to ask for the 
fourth room on the second floor - ihe one with the window 
leading lo Ribcage. 

If the PCs ask Cedlic for the specified room, she charges 
them 50 gp per night, and hands them a key made of bone. In 
addition to being a standard key for the door, it’s also a gale key 
for the window portal to Ribcage. A PC who carefully examines 
the key can make an Intelligence check in see if he recognizes it 
as being made uf rib bone. If asked about the key, Cedlic shrugs 
off most questions: "That’s Just the way it is.™ 

Tile party's roum is Sparse - two cols, a lable, a few wall 
laments, and a window with a view of Ihe Great Bazaar. If they 
believe that Tort at Shar sent them to the inn to wait for a con- 
tael, the PCs may sit for a while before realizing that no one’s 
coming. They might also decide to eat, drink, or talk with other 
guests in the common area on the ground floor. 

If ihe PCs sit in the common area or wander through the 
inn. Cedlic notices them after ld4 turns. 

The owner comes over ro you with a quizzical look on ton 
long, thin Jitter. "Is everything uitisjttciory with your room? I 
auildu t help but native that you haven't used your key “ 

If the players don’t seem to understand, Cedlic repeats her 
statement more forcefully. However, she’s not going to spill ihe 
dark to the party - If they're not smart enough to tumble to her 
hint, she figures they probably shouldn’t know about the portals 
at all. Shell excuse her M mistake" and leave them alone, 

With or without Cedlic’s hint the PCs should eventually fig¬ 
ure oui whui they have to do and return to the room. The first PC 
to go through the window must cany ihe key. or he'll fall m the 
ground 20 feci below, receiving 2d6 damage from the fall When 
a PC steps through the open window with the key, the frame 
crackles with white light, and the PC disappears. 

There's no time to waste: Each member of the party must go 
quickly through the portal, which closes in two rounds (the 
crackling light fades away), if any PCs don't make it. they 11 have 
to sec Cedlic again - activating the portal caused the key lo 


♦ 12 ♦ 


return w its wall hook behind the innkeeper's counter, Cediic 
gives them the key again, but she charges another SO gp for the 
room. 

Once all PCs have gone through the portal, they'll appear 
just outside the burg uF Ribcage. Move on to Chapter II. 

If the PCs wander around the inn before tumbling 
to the portal, throw in a few encounters with other guests for 
atmosphere. 

♦ A gnome asks them for directions lo someplace in Sigh 
while his partner, a 1st-level hal fling Ihkf, tries to pick 
the PCs' pockets, 

♦ Visitors to the Great Bazaar, who feel they were bobbed 
by a merchant there, loudly share their gripes with the 
PCs. 

♦ A githyanki mage, wise to the portals, asks the party 
where they're headed, then shuts his hone-box upon 
realizing ihe PCs don't know (he chant, 

♦ A cloth merdmm tries lo Interest the party In "special 
discounts* on his goods. 

SCRAGGED 

The DM should run this encounter only if the PCs lefi Dan eel 
lying in the alley alter the baatezu attack or passed up the Fight 
in the first place. A patrol of six Harmonium guards Finds the 
PCs sooner or later, most likely in a public area: If the party's 
retired for the night in an inn, they're awakened by a pounding 
on the door. 

Hn* cmJJWfMuitT of i/ir patrol steps tomtni your group. "FVV 
heard you’re the berks who spit’d n huj bust* up near'the market - 
place a i rink' ago ," he says. ‘VI bloody fight between a pot ad in 
and some fends. Well, there* some high ups at the Barracks 
i hut hi like m pick yrr brain a hh to find out what it\ all about." 

The commander's using his ring of human influence as a 
charm person spell 10 get the party to accompany him peacefully 
[affecting up to I \ Hit Dice levels of the PCs, with a -2. penally 
on iheir saving throws). What's more, ihe guards make no 
threatening moves - al least, not until they see how the 
party reacts. 

If the PCs go along with the guards, they Ye 
escorted to the Barracks, where events transpire as 
they do in "The Barracks" and “Back lo the Bar¬ 
racks" (without Dancers presence* of course). 

Hopefully, even if the player characters resist the ring's 
influence, they won't light the guards, if they fin, the olher 
patrols searching the streets converge on the scene of the battle, 
a new group arriving every ld£> rounds until the PCs surrender or 
escape. 

If the PCs surrender or are overpowered, they Ye dragged to 
the faction headquarters; again, events Iran spire as in "The Bar¬ 
racks’' and "Back lo the Barracks." 'Course* In this case Tonal 
Shar gives them a simpler choice: Get the sword or rot in prison 
for the rest of their miserable lives. They still get the bag of gems 
for expenses and a smaller reward, hut no magical items. 

If the PCs manage to escape From the battle, the Harmonium 
won’t rest until It has found and captured them, The streets of 
(he Cage’ll swarm with Hardheads, and the player characters 
should get the idea that their best chance is to surrender. (In Eli is 
event, Shar still pays their expenses for the mission but offers no 
reward a I all.) 


PviWIU l mtMANtlER (Pl/O u/FB/lU/l.G] 

fHACO 13: #AT 1; Dmg ld8 (long sword): AC 2 [field plate]: HD 
S; hp 59; MV 10: SI M (6 Feet tall); INI high (12): ML fanatic 
(18); XP 1,400. 

Magical items: ring of.human influence. 

I'MHtji ijijAKiJ ( 5 ) (F*i / * h/F 4 /Ha/LN): 

THACO 17: AT l: Dmg hid (battle axe); AC 4 (bronze plate); HD 
4; hp 28; MV 12; $Z M (6 feet tali'); INI average 19); ML elite 
(14); XP 120. 
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Alter observing the baatezu vanish From the alley, the PCs may 
tumble to the fact that the fiends teleported m a ponai to Baator* 
If the parly seems determined lo find this portal, the DM should 
let them try. 

Fact Is. the baaiezu popped over to a little-used street in the 
Hive Ward, a sprawl of the most depressed slums and sods in the 
Cage. Appearing over an open sewer hole, the fiends quickly 
dropped down through the hole (the porial). A couple ofbubhers 
stumbling nearby were spooked out of their wits by the whole 
thing. 

If the PCs think to nose around the Hive, asking questions 
aboilt Hie portal or the fiends, sooner or later they run into one 
of the drunks [PIM hc/0/S7CGL He offers to show them the hole 
"Ferjes a bit u 1 jink fer some bub." though he takes a few wrong 
turns along the way. 

Course, the key's another story - it can he anything the DM 
wants. Also, if the group hasn’t already been warned by Tonal 
Sliar about going to Ribcage first, a Hiver wise To the chant 
points out that the sewer portal could be a quick drop into the 
dead-book. 

i If the PCs go through the portal to Baa tor, skip 

Chapter II (Ribcage) and proceed with the party landing on Aver 
nus in Chapter 111- 


AL+ERNA+E S+AR+S 

The party can encounter Daucd in the Great 
Bazaar, striking up a conversation or even helping the paladin 
locate a needed Hem. (hey leave the marketplace tngeiher and all 
stumble into the baatezu trap hi the same time. This method pro¬ 
vides the PCs with a stronger connection io Daneel, but lacks the 
drama of the gelugoiTs pickpocket bait 

Hi * m Instead of luting the party away from the Uren! 
Bazaar as a pickpocket, the gelugon can use polymorph self to 
appear as one of the PCs — they’d almost certainly chase a dou¬ 
ble, The gelugon could even iry this if the pickpocket ruse Fails. 
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Chapter 
[ Jh d e R+he 



H The player characters start this 

^ chapter in the mountainous Vale of 

ihe Spine, just outside ihe 

W fflb ^ gate-town of Ribcage, After they gain entrance to The 

{jjyy town, they’re free to parley with folks and drop in at 

different locations, picking up information that might 
help them in their quest. Ideally, ibey’ll secure a cover 
story and a guide to help them navigate the treacherous terrain of 
Baator, and then convince the high-up Lord Faraes to send litem through the gate. 
The cutters may also discover that their trip’s more of a race than they thought, and 
that in Ribcage, herks who ask too many questions are likely to gel squashed. 

DM ,* Mi : If the PCs managed to find the sewer portal to Baator in Sigil skip over 
this chapter and continue wirh the party landing directly rrn Avernus [Chapter IK). 
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— SIGN AROUND +hc NECK 
®f a DEADER 

HANGING ®VER 
+ hc ITIAIN GA + E 


ARRIVAL 

Having jumped through the portal-window in 
the Sill the player char¬ 
acters emerge in 
the Vale of the 
Spine, the 
mountain range 
that encloses the burg 
of Ribcage, 

To if fi ii it vo u rself 

standing, somewhat uncertainly, an slanted, rocky ground. The rock slopes upward 
before you to form a hill m, a mountain, fit fact , all around you arc giant, palmed 
peaks of stone ihar shoot upwards into the sky. lowering above you like monstrous 
fangs, there don't seem to he my flat paths to follow. 

The DM should let the PCs wander through the base of the mountains for Id3 
turns before reading the following; 

About a hundred yards w your left, you spy a collection af mountains that look 
odd: facing ridges af fang, slender peaks that curve up and in mud. tike bony fingers 
or tilts. The faint hit// af civilization seems w come from beneath I he peaks. 

Ribcage is tucked within the curving peaks. The residents have blocked off gaps 
in the mountains with a 20-foot- 1 all iron wall but the PCsTl find a towered gate 
near their end of the valley (the Spire Gate), 

Rrrlfs who got themselves fast dangle from (he crossposts over the iron gate, 
hand-lettered signs around their necks announcing their crimes. The town doesn't 
seem to look roo kindly an knights of the cross-trade, A guard in the wail tower over 
the gate yells down to you: Welcome to Ribcage! If‘s 10 gold to enter!" Just then, 
two more armored guards appear tit the gate. "These men'll take yer jink." says the 
guard hi the tower . 

The easiest path for the PCs is to simply pay the guards IQ gp per party mem¬ 
ber; each PC b then given a carved piece of stone called a "chunk." a pass good for 
one week’s stay in Ribcage, and allowed through the gate. 

If the PCs flghi the guards, Lite tower sentry shoots arrows at the 
party, A troop of live more foot guards and a captain appear every third round, 
trying to eiLher kill the PCs or force them into the mountains. If the 
party successfully lights their way into Ribcage, the DM can still take 
them through many of the encounters in litis chapter, ’Course, they’re 
constantly hunted by guards (leading to more lights), and Lord Parses 
demands they make “suitable amends” before he allows them to pass 
into Baator (the DM can choose the method of atonement). 

! > The PCs may try to snoop around the mountains for 

another entrance ro town; if they follow the iron wall, they’ll eventually find the 
Rigus Gate and the Steam Gate (see the map of Ribcage on the outside of the gate- 
fold screen). However, the DM should require each PC to make one Dexterity check 
at some point during the trip to see if any tumble (2S% chance of suffering Jd4 
damage from sharp rocks). 
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r The party might 
ti y lo climb over the wall at an unguarded 
point. Even if they gel in* they're in the burg without 
chunks, The llrsi time a body's catight without a current 
chunk, it brings a line of 100 gp. The second Lime, the poor 
soil's usually enslaved by the guards. The chunk changes 
every week, but permanent residents of the burg hove 
specially carved chunks rhai never change (a generous DM 
could allow the PCs to somehow steal permanent chunks, or buy some from a 
a heavy price). 

h The guards in Ribcage belong to a variety of factions: however, most 

hers of the Athar, the Fraternity of Order, the Harmonium, or the Mercykillers, 


CiATf GtlAWD 13 OK VAR) [Tt/d It/Fi/VAR/LE): 

THACO 19; 0AT t; Dmg Idb [short sword or short bow]; AC 6 (scale mail); HD 2; tip 12; MV 12; SZ M (6 feci 
tall); INI average 19); ML steady (il); XP 35, 


Gl JARP l APT A IK 11 FTK TROOP Of RlWriRtf Ml vis) fPi 16 m/F4/vak/LT J: 

THACO 17; I AT i; Ding ids [scimitar); AC 4 [banded mail]: HD 4: hp 27: MV 12; SZ M (6 feet tail); 1NT very 
(12): ML elite (14); XP 120, 


THE f LAV0R ®f K1BCAG€ 

The hiond-red stone roads of Ribcage are clean and straight* usually meeting at right angles to form orderly 
blocks of dwellingalehouses, and markets. Most of the buildings look cold and hostile, made of gray or black 
stone, hut <amc exteriors are more fancifully decorated with drapes, garlands, family crests and other ornaments 
to trumpet the status (or jink) of the owners- However, there \ tittle greenery or vegetation o f any kind, instead, 
the burg's crammed with loners and keeps, and packs of soldiers in black mid gold meander in the Streets - 
maybe to end trouble, maybe to start tt , But aery trite re you go, those huge, earned peaks looming over r he 
whole town make you feel like a beetle crawling in a colossal sMcron. 

Tickings make up most of the towns population, and everywhere the PCs go, the natives watch 'em with 
pc cry eyes* The folks in Ribcage arc always suspicious, constantly on their guard, anti never too open with the 
chant or a friendly hand. 'Course, part of that’s because the town's ruled over by Lord Qucntill 
Paracs, and his personal militia - the Blackguard - usually takes a strong interest in 
any berk who rattles bis bone-box too easily or too often, Paracs does allow five 
powerful families to have some influence in different sections of the town, with each 
family keeping tabs on its ward with iLs own band of bashers. Each family controls 
its own piece of the pic\ too: The Ivtium are the porters of the town, the Fiqtiesh are the 
civil servants, the Dil Tar are the builders and qua Hymen, the Shan control most of the 
trade, and the Flamen make up the clergy. 

For more information on Ribcage, refer to pages 46-50 in Sigil and 
Beyond in the Planescafe Campaign Setting box. 


Any FRIEND 
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Refer to the map of Ribcage on the outside of the gatefold screen; it can be shown to the players. Below are 
descriptions of the numbered locations in the burg that the PCsIl most likely visit, (hough the DM can add sites 
of his or her own. 

m Lit The home and headquarters of Lord Fames (also known as the Baron], this walled complex rises 
out of the middle of town, its shiny obsidian putting the heel to the ramshackle kips and cases that aero uni for 
most of the burg. A large statue of the Baron himself - a fat old belling - stands in the central courtyard. Elite 
members of the Blackguard constantly man the steel portcullis leading into the yard, and patrols sweep the 
grounds to round up any stray berks who creep in to spy or take a stab at Paracs, As the Baron's the only high- 
up In town who can hand out passes into Baator, the PCs'll have to deal with him sooner or later - especially 
since the gate to the infernal plane's walled up inside the Citadel. 

i, Each of the five wards of the city has one scat on the Council, bu( the fact that Panics 

stuck the group in this glorified outhouse just beyond the Citadel's walls fells a body what the Baron thinks of 
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ihe sods. Sure* this [dare has all rhe shells anti trappings of 
power - fancy meeting rooms and lounges* opulent quarters* 
personal guards, hold ponrails of the five senators - but the 
Council s tittle more than a tool* made up mostly of puppets 
whose strings mu right back to Panics, 

i. Till: G\[i VI ai:- These open bazaars are the best spots to 

pick up imported goods that Ye hard to come by in Ribcage. Con¬ 
sidering I hat the burg's stuck in the middle of the Vale of ihe 
Spine, imports include just about everything that can t be made 
Ironi rock. Fresh fruits and vegetables* spices, meats, ate, doth — 
enterprising cutters from across the Outlands join the stalls clus¬ 
tered near the main gates to sell their wares, 

4. I nr i id M Merchants whoVe worked or garnished 
their way into Lord Paracss favor get to sell their wares at a spe¬ 
cial market just outside the Citadel entrance. Fames his house¬ 
hold. Ihe senators, and members of the town s live families usu- 
ally shop here* Goods ai the Baron's market tend to have a 
higher price, but. ihe merchants take the risks that come with 
being under the nose of the town’s nobility. 

V In II l' • v m . Even though Ribcage is the gale- 
town to Baa tor and a lawful evil burg* Lord Panics does his best 
to keep i lie baatezu our - a Her all, he doesn't want to lose his 
town to the fiends. His biggest political enemies on this issue arc* 
the members of the Fla men "family," a sect of clergy that wor¬ 
ships the Lords of the Nine and the powers of Ramon The Flamens 
congregate in ihe Shrine of Dark Secrets* a spired temple of gray 
rock presided over by Fla men Pontifus* Grinning shapes of 
greater haatezu are carved into the outside walls of the temple. 
Fact is. Parses would've razed the place long ago if he didn't Icar 
reprisals from the dark powers* 

G fin 1 1 i*. v.;j ,i rii Sn m As a body might guess, the best spot 
in town for relaxation iswV in the town at all. On the slopes out* 
side the Steam Gate are a bundle of resorts that offer hot mineral 
baths: the best of the lot's a place called the Gymnasium of 
Steam. Plenty of visitors head there to soak in soothing waters or 
have a parley away from rhe cars of the Blackguard* who tend to 
stay within the walls of the city. 


♦ Five soldiers of the Blackguard [all 4rh-leve] lightens) 
try to shake down a merchant in one of the Gaie Mar¬ 
kers fur "taxes." If ihe PCs intervene, the guards 
demand Thai the party cough up the jink instead, fight¬ 
ing if not paid* 

♦ A lst-level ihief tries to sell the party chunks for 1 gp 
each. Unfortunately, he bobbed them from other visi¬ 
tors over a week ago* and the chunks arc no longer 
valid. 

♦ A small band of clergy from the Flamcn family stirs up 
a crowd's anger by proclaiming the superiority of rhe 
haatezu. 

♦ Two of the five senators pass by, each escorted by his 
or her personal guard. One senator is controlled by 
Paraes* one is not; they argue over an upcoming vote 
in the Council, 

♦ A young boy hired by the Ivlium family darts through 
town* nailing up small posters that threaten a food 
delivery strike unless their terms are met. 


G H + + 1 N G +»€ CH AN + 

What with the Blackguard scragging sods for looking at them the 
wrong way, and five different legions oT bashers trying to protect 
the five families of the town, it's a bet that most Folks in 
Ribcage’ll keep a tight lid on their real thoughts. Those that do 
pass on the chant do so sparingly, since many bodies that ask 
questions arc really guards looking to nei malcontents. If the PCs 
try to get information in a typical tavern* they’re likely to hit the 
blinds. At some point, however, they should be [minted to where 
they rvally need to go. 

YY/if feel a hunt as welcome in this place as tin aasivian in the 
Abyss. CtteToitfm eye you warily and busy themselves with their 
drinks, The whole lip seems wnuml as right as a spring, as if a 
bust-up might erupt any minute. The harkeep nil!$ you over add 
speaks in ft hushed tone: “Look. I dmint} what you mam, bin I 
don't want im trouble here. 'Ivon came to drink, nktn, Tvou came 
to thlk. take it nomeplace else, like the Gym . 14 

The barkeep (PI/ ' e/G/At/NE) is a bit taken aback iTthe PCs 
don't seem ro know about the Gymnasium of Steam, but he 
briefly describes the resort and telb them how to find it 
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About 3S.000 bodies are jammed into ihe city under The ribs, 
which means the DM can fill out other blocks In town 
□s he or she sees Hl 'Course, since Ribcage 
ain’t exactly a popular pick for tourists, the 
burg doesn't offer much in the way of 
services. Most of the laverns and inns 
around rown are Lhe cheapest kind of 
kips, places where few bubbers’d share 
a drink or a chat with strangers. 

All plot-related encounters are 
described later in this chapter. However, while the PCs arc 

making their way around the city, they should run into — P©G BRUSS + UCKLC. 

some or all of the following: 
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The wizard Karris and his band of Indeps have already been 
through Ribcage, They left Sigil before the PCs did, taking a por¬ 
tal from the Great Bazaar that opened into a tent in one of the 
Gate Markets here. The ludeps asked questions of the townsfolk, 
slopping in at various taverns, market stalls, and the Gymnasium 
of Steam before paying Lord Fames enough garnish for a pass 
through the gate to Baator. 

A few times while in town, the PCs should run into bodies 
who remember the Indeps and make comments like "Funny, 
those other bashers were nosin' around about that, too." A mer¬ 
chant or resident could probably even describe Karris well 
enough for the PCs to realize he’s the same berk they met in 
the Cage, 

'Course, only Lord Paracs (or a Blaekguardsman 
who was with him at the time) could reveal that the 
"other bashers" have already made their way into 
Baator. The Indeps told him they wan led to 
recover the corpse of a friend from Avemus 
before the blasted fiends defiled it any fur¬ 
ther. 


BLACK and G © L D 


After a si tort while of poking around 
town, the party's going to come to 
the attention of the Blackguard, 
especially if the PCs are asking 
"dangerous'' questions in public. 

As you pass down a 
crowded street, you notice that 
folks seem to clear out of your 
way like they see rfoc Lady of 
Pain herself Then a twice from 
behind you spits "Hold if. 
berks!* You turn around to see 
seven guards wearing stick 
black armor decorated with 
gold hafions and sashes - 
Lord Parties ’s dreaded Black¬ 
guard. The one with the most 
gold trim steps forward. "Lets 
see vour chunks!* 

If cadi member of the 
party shows the sergeant a 
lighter/wizard named Fog 
BrusstuckJc — a chunk valid 
for the current week, he grudg¬ 
ingly acknowledges their right to 
be in town. However, he warns 
them against sticking their noses 
where they donT belong, and 
threatens to scrag 'em if they keep 
"making trouble," 

Brusstuckle gives the PCs a 
harder lime if they have useless 
chunks or none a I all. They’ll have to 
pay him 100 gp each or lie enslaved: 
even after paying the fee* a chunkless 


sod's got to visit a town gale and pay another 10 gp to get one. 
Any response from the party that Rrussiuekle can consider 
"resistance" is met with verbal abuse and threats oflifctime 
enslavement. 'Course, the sergeant's willing to accept a small gift 
to forget the whole incident: a garnish of 200 gp, 

If the PCs ask to see Lord Paracs, Brusstuckle demands to 
know the dark of it first. Idling the truth or acting as Dcrmont’s 





















merchani scouts [sec The Merchant of Ribcage," page 19) docs 
the job. However, the party won 7 be taken la the Citadel iT 
they're pretending to be supplicants ofBaator [unless Ha men 
Thermal with them - she's brought groups to the Baron before; 
see "Dark Secrets,” page 19)- 

Any hostile act brings an attack from the Black guards men, 
who try to subdue the party and drag them before Paracs in 
chains. The PCs might choose to go along with tills in order to 
see Paracs* Brusstucklc first tries io cast a sleep or web spell on 
the party* foil owed hy magic missile attacks. If two of his men 
are killed, Brusstuckle blows a whistle that summons a new unit 
of Id4 + 2 Blackguard to the scene every Nil rounds, 

Poo Bhusstulku; IPt/d tr/F6/W4/AT/L£): 

THACO 15; tf AT i; Dmg ld8 (one-handed bastard sword): AC 6 
[cloak of protection W): HD 6: hp 32: MV 12: SZ U [S feet tall); 

I NT high (13); ML elite (13): XP 975, 

Spells [J/2): Hypnotic pattern * magic missile * shocking grasp, 
sleep* and web. 

Blackguarosman (6) (Pi/var uumanoid/R/vak/LEI: 

THACO 19: flAT 1: Dmg fde (short sword); AC 4 (chain mail and 
shield): HD 2; lip 16 each; MV 12: SZ M [6 feel tall): 1NT very 
(II); Ml steady (ill; XP 35, 


GE++ING H € L P 

Ribcage has a few folks that can help the PCs gel through the 
gate to Baaior and survive the trip tiirough that evil plane. 

♦ In Taking a Barhri below, rhe PCs can obtain a pass 
through the gate and the services of Hcrfik ihe Sileni 
as a guide. 

♦ In The Merchant of Ribcage" on page 19. the PCs 
can take a job us merchant scouts and thus be 
granted a valid reason for traveling through Baa- " 
tor - in other words, they get a cover story' to fool 

the fiends. 

♦ in “Dark Secrets" on page 19. the PCs can obtain ^ 
a different cover story, a pass through the gate* 

and the services ofFlatnen Thenna as a guide. 

Although this solution seems the mosr complete, it's 
also the most dangerous - the PCs must maintain the 
guise of supplicants nf Raator. who worship fiends. 


TAKING A BA+H 

More than likely* the PCYII visit the Gymnasium of Steam to pick 
up rm rhe burg’s latest chant* The large common springs are 
always full of folks lolling about and talking, and many of the 
smaller pools are often occupied by higher-ups [or any blood 
willing to pay a bit more for some privacy), A body can also dry 
himself out in one of the lounges* or parley wiih his cutters in a 
meeting room- 

Bui a customer'd belter bring his jink* The Gym’s owner, 
Shandrala (PI/ 1 ? if/P(sp)7/P0/LE), doesn't let any berk just walk 
around for free, Private meeting rooms cost 50 gp per group, a 
soak in a common spring costs 100 gp per person, and magical 
springs that cure skin diseases run 1.000 gp or more. If the party 
dials with folks in the common springs, they're likely to hear any 


of the following bits of information [the DM can also Include any 
other chant that the PCs need to pick up): 

♦ The gate to Baa tor's in the Citadel guarded at all times 
by vicious baatezu - Panics only pretends to hate the 
fiends* (Not true, though the gme is in the Citadel.] 

♦ A baatezu invasion force is poised to storm into 
Ribcage and drag the burg kicking arid screaming onto 
their plane, (Nm true.) 

♦ A merchant from f amid needs some hashers who'll 
take something to Dis For him. (True; the teller saw a 
public poster* but doesn't remember all the details.] 

■f There’s a hard named Sharksplcndur who soaks in a 
private bath every afternoon. He helps travelers get to 
RaatGT* (True; the rc tier's referring to Bari us Sharp- 
sptinter*) 

♦ Some barmtes think paying respect io Lite fiends'll get 
’em wishes and other rewards, (True, though the best 
the fiends usually do is let such supplicants retain their 
lives,) 

♦ Tlie high-up at the Shrine of Dark Secrets often sends 
packs of supplicants onto Baatorso ihcv can Worship 
the fiends dose up. Some of ’em even come out again* 
(True; the teller’s referring to Flumen PontifusJ 

DM N<m Tonat Shar arranged to have the party’s expenses 
far their quest — the bag of gems - waiting at the Gymnasium* 
Shandrala initially denies knowing anything about ihe gems, 
hoping to turn a small profit out of the deal instead. However, if 
pressed, she agrees to hand Ihe gems over, bui only if convinced 
the PCs are who they say they arc. 


suf I CAN GE + YOU a PASS 
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If the PCs drop some garnish on Shan- 

draki or otherwise persuade her that they need to meet with 
Sharp splinter, she'll fell them when ihe t idling bathes and in 
which spring they can find him. If the party returns at the 
appointed time, read the following: 


Shuiidralti directs you dawn a curved hallway' Try r he las r 


spring room on the right, ” As you walk dawn the hall , the air 
seems to get (wrier and wetter , ri/r walls more stained by steam. 

Once the PCs open the indicated door, combine: 

Inside is a small, roundish spring of bubbling water, ringed 
with multicolored stone riles* The pool's just big enough fin rhe 
tiefling relaxing In its waters. He watches you calmly hut care- 
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fully, as if he 's v.rpected you all day . "Chav i/ir door already — 
von Ve Iming out all my steam. m 

Bashers who simply demand that Sharpsplinter [PI 16 tf/BB/ 
S J /NE] help them get, into Baa tor gel nowhere. The tiefling warns 
to know the dark of their purpose, and. though he accepts must 
any story, the truth works best - he knows that Lord Parses likes 
anything that works against the baarezu. Fact is. Panics allows 
SharpSplinter to run his little operation in return for a split of the 
take. 

'Course, litis means that the price is high: LOUO gp for a 
pass, and another 50Q lor a one-way guide to lead them to a par¬ 
ticular spot [Sharpspliiiler raises it to 1.000 if the party tells him 
they’re after the holy avenger* figuring he might have to replace 
his guide soon). 

If rhe PCs pay, Sharpsplinter tells them to return in the 
spring room at the same time the next day. At that time, he'll 
introduce them to their new guide - Herffk the Silent - and take 
them to the Citadel, where they'll get a pass and go through the 
gate. 

DM Non If the PCs are prelending to be supplicants of Baa- 
tor (see “Dark Secrets"), Sharpsplinter, who halts fiends, won’t 
help them. He will help, though, if they're acting as scours for 
Dermont (see “The Merchant of Ribcage," below). 


TH€ mt RCHAN+ ®F 
Rl BC AGE 


IF the PCs haven't already heard about it, they spy a public poster 
while walking through the town: A spice merchant front Founds 
looking for cutters who’ll help him expand his business onto 
Raa I or for a share of the jink. The handbill says ro inquire at the 
green-ami-blue canopied tent in the Gale Market near the Rigus 
Gate. Many tents there look similar, and the party might stop at 
the wrong stall a time or two tend have to endure the pitches of 
the other merchants) before finding the blood who placed the ad. 

The air under the canopy's filled with the strong scents of 
dried frail, minis, and smoldering leaves. The balding, plump 
salesman cheerfully concludes a safe with another 
customer before turning to your group. “Der- 
mont of Faun el at your service, friends. Care to 
sa m pie s a me fres hly ground anion?" 

If the PCs indicate that they’ve come 
in response to his ad. Dermum (PIM h/O/Fa/ 

N) tells his assistant, a young half-elf* to handle 
the crowds while he pulls Lite party toward the back of 
the tent 

'Tow can see for yourself, friends, my Hate enterprise pulls 
in jink by the handful. Vm the only trader in this market with 
spices from the jungles and plains of the Beastlands, ami the 
deprived folk around here can't get enough. Even the few fends 
who conn- through town leave with a jar or two of Dermant's. 
Fact h, I’m ready to set up another tent, and I'd like to da fr on 



Bauiar. " 

Dermont explains Lhat A vermis, the first layer, is too barren 
to support trade, but the city of Dis on the second layer lias Sis 
own booming marketplace* frequented by plauars and fiends 
alike, if the PCs take samples of his wares io Dis and negotiate for 
him to establish a presence there, he’ll cut them in for 5% of the 
profits from the Hrst year of business. 


He gives them a letter of introduction and asks that they 
bring him a signed letter of authorization from the bloods who 
run the markets in Dis. Dermont assures them they'll he m h.s safe 
as Sigil " on the excursion, as the haatczti don’t often interfere 
with traders. (He doesn't tell the party that the two previous 
scouts lie sent never came back,) 

DM mv: i s The PCs can persuade Dermont to give them a 
t*>% share, but only if they agree to stay on with hint and help 
rut! the spice stall in Dis, fit any case* lawful members of the 
party may wish to hammer out the details of how the PCs can 
fulfill their agreement to return with a letter of authorization - 
after all, the cutters arc supposed to head straight to Fortitude 
after recovering the holy avenger. 

If the party reveals their plan to steal the sword from Dispa- 
tePs Iron Tower, Dermont wants to back out of the deal, worried 
that they'll be toasted Tor sure. The PCs must do some quick talk¬ 
ing to convince him otherwise. 


DARK SECRE+S 


The party might get the Idea to head for die Shrine of Dark 
Secrets in any number of ways: a random encounter with priests 
of the temple, a tip passed in the Gymnasium of Steam, or the 
bright idea to seek help from those In good with the haaiczu. 

In any case, the PCs find the temple open to any bashers 
eager to worship the powers of Baa tor or the Lords of the Nine. 
Ten-Foot-tall statues of pit fiends, with wings unfurled and arms 
outstretched, stand guard on either side of the entrance; the Star¬ 
nes arc frightening* but nothing more. 

As you enter, the sudden darkness envelops and blinds you 
until your eyes adjust to the dim candlelight. The room rs spa¬ 
cious and It itjh-rei tinged, with rows of benches facing a plain fru; 
colussat altar , and small doorways running the length of the 
room on both sides. A few of the devour sir scattered through the 
benches, and two men rir adrift* rubes rub the tall sides of the 
altar with doth. 



The doors along each wall open into 
small rooms where adherents of Baa- 
tor can privately flagellate them¬ 
selves in the name of the powers 
they worship* While the PCs arc in 
the temple, various berks go in and out 
of the rooms, and cries of pain and joy issue 
from within. 


^ decisions. DECISIONS — 
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SHRINE ®f DARK SECRE+S 




jl .i] help Omr of i he cler¬ 
gy men wiping the alter is Ru¬ 
men Pontifus fPl 16 rf/P 10/Du/ 
IE), leader of the temple. He’s 
received instructions From the pit 
fiend KH’ik to cooperate with anyone who asks about the 
holy avenger. Pontifus hopes to wrangle a promotion nut of the 
deal and helps the PCs if they reveal their quest, bul obediently 
sends a message to Kri'ik about the party. 

Pontifus dresses the PCs in the red robes of supplicants of 
Baal or. who believe the baatezu'll grant their wishes iT they 
abase themselves and promise eternal fealty. The party's warned 
that they'll have to do whatever the baatezu say to maintain 
their cover - no resistance and certainly no attacks, 

Pontifus asks the PCs to return at dark, when he'll have a 
guide ready to escort them through the plane. If the party 

returns, they're introduced to Fla- 
meit Therma, who'll lake them on 
a one-way trip to any particular 
spot. Pure fact is, Thermfe thinks 
the party's an authentic bunch 
* of supplicants, and she'd turn the 
berks over to the fiends in a 
minute if she knew they were 
impostors. Around her, the parry must 
maintain its cover carefully. 

DrcHvna. h .in v Any worshipers 
nr other clergy that the PCs talk to ll 
eventually refer them to Pontifus. so the 
parry has to deal with him if they want any 
help from the temple. If the PCs hide their 
tme quest front Pontifus. their only oilier 
option is m convince him of their desire to 
pay respects to the powers of Baator — 
specifically. Di spa ter. If he believes them, 
he'll dress liiem as supplicants and provide 
Flamen Therma as a guide. 

DM Flamen Therma asks the 
PCs how much they know about Baator. 
As the party probably knows little, she tutors 
them in a few basic points that she feels every 
worthy supplicant of Baator should know. First 
of all she provides them wiih the names of ihe 
Dark Eight, the powerful pit fiends who coordi¬ 
nate the Blood War: Furcas, Baakephon, Zimimar, 
Zapan. Zaebos, Corin, Dagos, and Pearza. Then, 
she gives them the names of the nine layers of 
Baator: Avemus. Dis, Minauros. Pblegethos, Stygia, 
Malbolgc, Maladommi, Cania, and Nessus, 

The DM may wish to have Flamen Therma drill 
the PCs on the names of ihe Dark Eight and ihe nine 
layers until they get them all right. 
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Once the PCs have finished their 
business in Ribcage, the next step 
is to head into the first layer of 
Baator. To do this, ibeyVe got to 
visit Lord Parses in the Citadel, give 
























him a good reason for going through the gate* and get a pass of 
safe conduct through the plane. 

Course* the first problem is just getting past the Blackguard 
at the Gtade]'s entrance. Depending on their actions while in 
town* the PCs can get inside in a number of ways: 

♦ Barms Sharp.splinter and Herftk the Silent can escort 
them (the PCs may also be sponsored by Dmnmit), 

♦ Ramon Thcrma can escort them [the PCs are dressed as 
supplicants in this case). 

♦ The Blackguard cart arrest the party and drag them 
before Lord Paracs. 

♦ The PCs can try to sneak past the guards and find their 
way through the mazelike Citadel to the gate (DM s dis¬ 
cretion). However, even if they make it to the gate, the 
Blackguard on duty there try to capture them and bring 
litem before Lord Parses. 

♦ The PCs can simply ask the guards for an audience. If 
their reasons for travel seem likely to upset the baatezu 
(and the cutters pay some garnish), they'll get in. Huw- 
ever* one PC's held m the entrance during the meeting 
to ensure that the others don't try any funny business 
while inside, 

THC BAR9N 

However the PCs enter the Citadel, they're immediately brought To 
see Lord Panics [PI/; tf/F 1J/W15/Al/LFJ. The DM should empha¬ 
size the difficulty of a body Finding his way through the halls on 
his own - the place is like a maze* mainly as a defense in case any 
baatezu pop in through the gate. 

Soldiers of the Blackguard Jlattk your group on both \uhs as 
they march you ti\rough tin* obsidian hallways of the Otadci for 
a long white, the plain corridors mist and cross in a mazelike 
fashion that seems designed to get berks tost. Them ihc u nils 
begin to span clusters of embedded gnus ihui farm glittering 
mosaics of the Baron . and sequential watt hangings depict the 
various stages of hh ascendance To iht throne. 

Finally , yotfVe brought into tin open office area where a 
round, hunched Hefting in chitinttus armor addresses a dozen 
more guards - something about setting Jfre%. \s euzj erne?, the 
guards jump to their feet, hands reaching for their swords. One of 
your escorts speaks' "Sods to Set your lordship, so 

Obviously, if the PCs snuck into the Citadel or were dragged 
in as prisoners. Parses is piked off. It takes some mighty fast 
talking on ihc PCs' part to be allowed through the gate, and the 
price for the pass is doubled: 2.000 gp. On the other hand, if the 
party agrees to perform some service lor him first. Parses may 
charge a more standard fee of 1,000 gp (the DM s free to specify 
the task — stir up trouble in a rival family's ward, spy in the 
Gymnasium of Steam* etc.!, 

Assuming that the PCs entered the Citadel by more legiti¬ 
mate means* they're now in one of the following situations: 

‘T L • If the PCs explain their business arrangement 
with Dermont and show their letter of introduction, Paracs 
chuckles. 

*The Rule of Three, rh? Well, perhaps your spice peddln 
will find luck this (/me." 

He's referring to Dermonfs previous mo scouting parties 
that never returned from Baator, but he won't tell the party that. 
For a "new business fee" of 400 gp, he’ll give the party a pass 
and have a guard escort them to the gate. If the PCs go [jack to 


Demont, he agrees to pay half the fee, 

IT Baruts Sharpsplinter is with the group, the PCs can protest 
the fee, arguing that they've already paid Sharp splinter, IT so 
confronted, Paracs waives the fee and simply takes his cut from 
Sharpspl inter, 

Paracs gives the party a hard time if they're 
masquerading as supplicants, disparaging the powers of Baator 
in an attempt to anger and provoke the group. However* he still 
gives them a pass, eager to rid his city of the fiend-lovers - few 
who enter the plane ever come back out. As Fla men I henna's a 
respected member of the Shrine of Dark Secrets* Line pass is free 
(she doubts its worth, anyway). 

If the PCs tell the truth about their quest lor the holy 
avenger, Paracs is glad to help* just to put the screws to the 
baatezu* Hell charge a reduced pass fee of 500 gp, then make 
plans to ambush the PCs when (or if) they return and snatch the 
sword for himself. 

If the PCs give Paracs some other cover story as to why they 
want to enter Baator, he's less impressed (DM s decision), and 
charges them a full 1.000 gp for a pass, 

In either case, though, if the group's escorted by Barms 
Sharp splinter, Paracs is witting to drop the fir (as above). 

THR©UGH +H£ GA + € 

Once the PCs have received a pass from Lord Paracs* he orders a 
crew of Blackguard to escort the party to the gate. 

"it drops vou on the first hiytrf says the viefling. “ You'll 
lace the place. Light tip before von go through." 

The guards take the PCs back through the maze of hallways, 
eventually reaching the room with the gate. 

After a fete jjioimcmis* vuu step hi/o a spacious mow time's 
empty except for a large, wailed-up area in the corner guarded 
by four wnrr htavk-and-gotd soldiers. 

”7 p and oirr, * says one of yont escorts, shoving you toward 
ihr icalicd-up comer, flic siouc wails scciij to he about 12 feet 
high, with a small space between the top of thr wait and the 
room’s eetiing \ strange red glow issues out from r/rr tap qf the 
end a sed sitti re. 

The guards slam) by and watch as the PCs climb over the 
top of the wall — using ropes* standing on each other's backs, 
etc. The guards won t help, but they won't leave the room until 
the whole parry's gone through to Baator, Once The PCs climb 
over the wall, they're right next to the gate, 

\ rail pillar of crimson light spins in place in r/tr mn/d/r of 
tins orco. bits of silver cascading throughout the red The 
whining qhni is jjbriONf IrV/UjoftV. 

As Paracs hinted, the key to the gate is a lit Flame* no matter 
what the size or source. If a body steps into the pillar without 
one. he's tossed hack out with whirlwind force* suffering Id 10 
points of damage from hitting the stone walls. Once a body car¬ 
ries a flame in, the gate stays open for two rounds, and the PCs 
can pass into A vermis. 

If Flamer] Therm a or HerUk the Silent's been 
assigned to guide the party, he or she goes with them to and 
through the gale, 

Biaocqi.-M tnsM.v* (vanI Ift/VAK fit MA«om/F2/v Mtfl.Fh 

THACO 19: H AT I; Dmg Idb (short sword); AC 4 (chain mail and 
shield); HD 2; hp 15 each; MV 12: SZ M (6 feel tall): INT very 
(11); ML steady (tl); XP 35, 
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CHAfTfO. Ill: 

RED |«URuEY 


The party starts this chapter having just 
landed on Avernus* ihe first of Baalor's nine 
layers. They appear in the ruined 

gate-town of Darkspine* and from there the goal is simple: 
Get to the gate that leads to the second layer* Dis, ’Course, on 
this dangerous wasteland* that's easier said than done. Du ring 
their journey* the PCs stumble across sights both strange and 
hideous, and there's no lack of fiends* planars, and petitioners 
that’d love to kill the sods or trap 'em in a dark bargain they just can't wriggle out 
of. Cutters can try to parley their way through* hut they’d better he ready to back up 
rhetr words with brains — or with steel. 

! >M mi If the PCs took the sewer portal from the Hive straight to Baator* the 
DM can plant a different gate somewhere in Darkspine from which they emerge. 
The new gaic still Falls under the watch of the coniugon Moimdado [see “The 
Guard/’ below). The DM can also drop ihe party at any other spot in 
Avernus. keeping in mind that they'll have no pass or guide. 

For information on how magic 
is affected on Baator, Ihe special powers 
of the baatezu* and 
ihe ways by 
which the 
fiends suffer 
damage, refer 
to the Appendix 
(page 64). 


R0I.C-PLAYING + he GUIDES 

if the party's led by either Herflk the Silent or Fla men Thertna. the guide may have 
specific reactions to different encounters, and these are noted in the encounter text 
marked Tm ■ im. Either guide also possesses the DM's map of Avernus on the 
gatefold screen, which can then he shown to the players. Full statistics and infor¬ 
mation for hnth Her Ilk and Therma appear in the Introduction to this adventure 
(page 5). 


WELL, Y©U G © 

PAS+ +HIS BLEAKNESS, here. 
THEN vffiu HEAD 
+ HR©UGH +HE BLEAKNESS. 
TAKE a LE f + a+ +H6 GL©©m 
D0WN +ha+ WAY. and KEEP ©N G© 
un-hl Y©U REACH +HE B 
veu CAN'+ miSS I 

— a S®D IN DARK SPINE 
GIVING DIREC+I©NS 

+ H R© UGH AVERNUS 


DM J' If the parly hasn't retained the services of a guide* the 
DM can allow a helpful (or hard-bargaining) body to provide the PCs 
with the map of Avernus (see ’The Ruim of Darkspmc/’ page 25* 
for one possibility). Otherwise, the players shouldn’t be allowed to 
see the map. 

Also, no two travelers to Avernus will have the exact 
same experience* as the wasteland changes 
depending on what path a body lakes. The 
map of Avernus provided with fires o/Dis 
applies io the path taken by the guides in this 
adventure and may not relied landmarks as 
depicted on other maps of the layer. 


TNG 

LEAKNESS. 

+ . 


R© LE hPLAYI NG 
© + HCR N PCs 


The baatezu are* if nothing else* lawful: They follow rules and won’t break their 
word once its been given. However, they'll try to twist llteir words around so Ihcy 
can get. what they warn while still adhering to the letter of their agreement. And 
they're certainly able lo lie whenever they think it'll gain them an advantage* While 
role-playing the various fiends encountered on Baator* the DM should try to keep 
the PCs on rhetr toes whit verbal trickery. 

If the party obtained a pass of safe conduct from Lord Paracs. it's technically 
worthless - only the Lords of the Nine can hand out true passes. Ironically, though* 
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the fake pass does the bearer some V 

good: Lesser baaiczu respect it in ease it's Iv * ■*# 

genuine, and greater baatezu’re often amused enough jfeMfct ~ V 

by it to let the bearer go. However, travelers caught with* 

nui a pass - even a fake pass - must cough up some heavy 

garnish or pay the music. JJf ~ 

A plausible cover story is just as important: visitors to 
Baator need a reason to be there. Ribcage ottered the party two * 

possible “legitimate 11 missions: establishing a trade franchise tor the spice merchant 
Dermom, or traveling the plane as supplicants to worship the haaiezu. In either case, 
depending on how the PCs present themselves, the fiends and oilier NFCs encountered might 
react differently; the Mutcu ■ and s - ^ sections of encounters provide the possible influ¬ 

ence of cadi cover story. 

Course, the party might come up with its own cover for being on Baator. and the DM can determine 
what kind of reactions the story would get. 


THE GUARD 


As you emerge from the gate, you find yourself standing Hi the ruins of a r own that looks like it mas decimated 
in p Jfreiw/f battle between two wizards. The blackened bit tidings that stilt stand arc punched with jagged holes, 
and broken rubble fills the streets Still * if looks somewhat familiar, as if it were a dark shadow of Ribcage. 

"you — travelers!” From one of the smalt structures nearby steps u tali winged fiend, covered with scales 
and brandishing u nasty-lonkiiuj barbed whip. The creature struts toward your parry confidently , sicisfoiup and 
cracking its whip . “W/iar's your business here?" 

The guard, a cornugon named Momeladti, once served as a retainer to a pit fiend general In ihe Blood War, 
hut was demoted to gate duty for two centuries after losing several battles it) the tanarii hordes. He despises 
his new position and often lets visitors through, laking 500 gp in gems or one magical item as garnish 
to look the other way. If the PCs have a bike 
Hagglers are told to be glad Montdado's in 
a good deal more (he‘s referring to Karris an 



Indqjs). 


Monteiado knows nothing of Dtspater’s plan; if the 


PCs reveai their quest for the /mb' avenger* flic comugon 

laughs and warns them to turn hack 

while ihey T ve still got their skulls, The 

garnish still gets them past, but the 

guard then sends a message to Dispatcfs 

palace, alerting hint to the party's presence. 

Without the bribe, Mouteiado refuses 
to let the party pass. If attacked or provoked, 
he fights until two PCs are killed, then gives the 


remaining PCs another chance in pay the garnish and be on 


their way, Jf reduced to 3sail' his hit points, Montclado tries to gate 
in reinforcements; if reduced to a third of his hit points, lie teleports away. 

Merchants: Mnntdado asks about their spices: if the PCs offer rn ler hint sample the quality, he lowers his 
fee to either 50 gp (if they have a pass and a story) or 400 gp (if they durri). 

Si m it %r -. ; t > Montcladn's seen plenty of similar groups conic through before, and he expects the party to 
pay their respects. "Course, that includes giving him the garnish without any complaints. 

I'm nimr: Both Herfik ami Flanien Thermo know that guards usually look the other way for the right gar¬ 
nish. Titerma also bows anti makes a grand show of obeisance to the might of the baatezu, and she encourages 
the party to Follow her lead. 

Month y jo tPiH to/HD 10/LEI: 

THACO I i; #AT 4 or 1 + weapon; Drug 1d4/ld4/1d4+-t/1d3 or ld3 (tail) t 1(16 (spiked whip) (+6 Strength 
bonus): AC -2: hp 63: MV 9, FI 18 1C}; SA fear, wounding, stun; SD regeneration. +2 weapons to hit; MR 50%: 
SZ L (9 feet tall]: INI exceptional (15); ML elite (13); XP 10,000, 

Spdl-like abilities: detect magic, ESP\ lightning bolt (3 times per day), produce.flame, pyrotechnics, and wall 
of fire (once per dayl. 

Gate (each once per day): 2d6 harhazu (50%) f or 2rl8 abishal p5%], or I<13 contugons (20%)* 
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th€ RUINS sf DARKSPINjE 

Once die PCs have gotten past Mantclado, they're free to roam 
about the ruins that Mand around them. The blasted burg is 
called Darkspine, a runner gate-town to Baal or that stood on the 
OutLands until the baatezu were able lo drag it into rheir plane, 
Overtime, it's been gutted by raiders and exploding fireballs, bur 
some of the original residents whoVe managed to survive still 
make shabby homes in the crumbling structures* It's safer than 
many spots on the plane abishai still patrol the area, but the 
rampaging armies of fiends generally steer dear — and it's a 
place where the transplanted sods can hold onto a thread of their 
"old" life* Determined residents are even trying to organize a 
resistance movement against the fiends. 

Darksp trie's got no real shops, kips, or official businesses of 
any kind. Its just a small bundle of planars trying to stay out of 
the dead-book, huddling together and barricading themselves 
against the rest of the plane. They’ve pretty much given up hope 
of ever getting back to the Chuiands, but a cutter who could help 
them oui tn some small way might get something useful in 
return - some food, a weapon, or a bit of the chant, 

1 Although !here's little 10 he found in Darkspine, 
the player characters could meet a pi amir or two here. The DM’s 
free to set up any such encounters and determine what, if any¬ 
thing. either side might get out of the meeting (the townsfolk 
won't leave the ruins). The PCs probably won't pick up any infor¬ 
mal ion about the plane that either llertik or Flamen Tberma 
doesn't already have. ‘Course, a party without a guide might find 
the sods in Darkspine a bit more useful - ihey could even pro¬ 
vide the map of Avernus on the gatefold screen. 


a VIEW ®f +me WAS + f LAND 

Avernus, the first of the nine layers of Baalor, is little more than 
an empty* blasted plain, so the PCs won t be able to see much 
from the ground level of Darksprne. If a body flies, levitates* or 
climbs atop a building that hasn’t yet crumbled, he'll get a better 
view of the surroundings, such as they are: 

HvynnH thr shunned mini fit's rocky wasteland. stretch tmi 
out endlessly in all direct ion> to tin horizon, where it meets the 
spot to ss. hhml-rrd sky. Fttt tiffin the distance vi nt an r make out 
a nather duster of Mining's, though tfs (mpassihk to judge 
whether the journey would take a few hours, a few days, or a few 
months. Hie air\ lit hv fireballs twice the size of a human head 
that careen across (he landscape. ducking and risintt before 
exploding like flawimj JhnnTs. Those twists are the only sounds 
van can hear, apart from (he occasional screams that seem to 
ring across the entire plain. 

The rocks and the fireballs are two consistent dangers (hat 
PCs crossing Avernus face. 

i : Sharp stones of obsidian and quartz liner the layer, 
making travel on foot difficult, A careful berk can pick his way 
through at . his normal movement rate. But anyone moving 
faster must make a Dexterity check every round to see if he takes 
a tumble for Idl points of damage. 

' i As the party crosses the layer, fireballs of various 
sizes might explode nearby. Each turn, there’s a 10% chance that 
one explodes near the group, blinding each PC For 1d4 +■ 1 
rounds unless he or she successfully saves vs. spell, 

the DM can use fireballs for dramatic effect* to direct the 


party's path of travel* to throw wild cards into a fight* etc. If the 
PCs are ol high levels, the DM might choose to have fireballs 
explode near enough to cause damage If saving throws are 
failed. If so. the DM can: 

♦ Roll 2d20 to determine the diameter (in feet) of the fire- 
baJPs explosion. 

♦ Roll Id 100 to determine the distance (in feel) from the 
center of the explosion to the party. 

♦ Roll ld3 to determine the number of d4 of damage to 
anyone caught in the blast (each victim can tty to suc¬ 
cessfully save vs. spell for half damage]. 


CROSSING AV€RNUS 

The party's only goal on Avernus is to reach the gate to Dis* the 
second layer of Baator. Since most of Avernus is a wasteland, the 
irip is tricky with a guide* and nearly impossible without one. 
BolIi Herflk the Silent and Flamen Tberma take 
the party on the path shown on the map 

of Avernus as the "Road of Good iBk 

Intent.** It leads from Darkspine to a 

succession of other wrecked 

cities, across the River Styx, and 

then straight to the Maggot Pit 

that borders Tiamat's I air, where the gate is found. 

However* if the PCs are without a guide, they’ll have little 
to go on (except for whatever they might wring out of the sods 
in Darkspinef In that event, the journey takes much longer 
maybe forever, unless they tumble to a way to get around. 
Encounters presented later in the chapter might point them in 
the tight direction, hut there's other ways a blood can figure it 
out: 

♦ The ruins of previous gate-towns are strung out in a 
mo re-ur-1 ess straight line between the gate and the 
River Styx, each burg in sight of the last. Hy following 
the ruins. PCs can reach the river — half the journey. 

♦ The land slopes slightly downward From the gate [only 
a t siamj* with (he lowest pan at Tiamat's Lair. Certain 
magical items might detect the slope, and on flat 
ground a round ohject rolls naturally toward the lair. 
On a successful Intelligence check, a dwarf or gnome 
can detect the slope. 

♦ The arrow of direction front Qnmbrech Sion eh a miner 
points toward Tiamat's Lair. 

♦ Focusing on a destination ensures that a body'll get 
there, sooner nr later. But any sod who just tries to 
wander a found Avernus wont make any progress 
and'lt get himself lost — in all senses or the word. 

IF the PCs seem to need help, allow them to feam 
some of this information from the various NPCs they meet. 

THE PASSAGE ©F Time 

Baator's a lawful plane, and die hours and days pass in succes¬ 
sion* Unfortunately, the sky never gels any darker or lighter, and 
it's got no sun or stars. The only way the PCs can mark the time 
Is a rough one - by how often they get hungry, when they need 
to sleep, etc. It's especially important for spell easier* to keep 
track of time, so they know if and when they've rested long 
enough to relearn iheir spells. 


♦ lb ♦ 


GE + + ING D I RE C + 1 © N S 

On most of the Outer Planes, typical compass directions ain't 
worth a bean. But on Avernus, Ihe sheer presence of the power 
Tiamat, queen of evil dragon kind, orients a good deal of the 
action to her lair. So no matter where (he party is on Avernus. if 
they head “'south/' they'll eventually end up at the front door to 
TIa mat’s cavern - the Maggot Pit. 

What’s more, the fearsome mire of the pit causes lesser 
baateru to scrabblr away from (hat area whenever possible. A PC 
who sees lemures and mippcribns flowing along the plain can 
backtrack their trail and usually end up at the pit Ian encounter 
that's handled the light way might provide the puny with this 
handy lip), 

m A KIN G PROGRESS 

Avernus is an infinite place* which means (hat its residents 
aren’t going to be clustered 
within a few hundred yards 
of each other. The 
DM needs to pro¬ 
vide the PCs with a 
travelogue as they 

make their way across the wasteland - 
just enough so that the cutters get a sense of 
how far they're going. In addition* the DM should 
throw in encounters as needed for pacing. The trip shouldn't 
gel so bogged down that the PCs never get anywhere, but nei¬ 
ther should they just slog through bleakness to the point of utter 
boredom, 

FINDING F© © D 

Hopefully, the PCs brought along enough rations to survive for 
several weeks on Baator (either guide would certainly Insist on 
it). But they can also stay alive on tire fungus, the only local 
food source edible to nmibaatcz.ii. It's a warm, wriggling, dull red 
growth usually found in patches recently hit by fireballs - which 
means it's all over the plane. The stuffs not tasty, but its mar¬ 
ginally nutritious. 

Herfik or Therms both know the fungus is edible, as do the 
sods of Darkspine. The fiends know, too, of course, but whether 
they share lhar information with the parly depends on how well 
the PCs handle encounters. The DM could also let the PCs 
observe nonbaatezu eating live growth, in order to help them get 
the hint 


ian Dm ARKS 

Hie Road of Good Intent takes the PCs past certain landmarks 
ihat can help them chan their progress through the endless rocks 
and fireballs; some may also serve as backdrops for various 
encounters (DM's decision], 

RUINED G A + E ~ + © W N S 

Ribcage isn't the first gate-town to Baa lor. Darkspine used lo sit 
In the Vale of the Spine, but it got yanked into the plane by 
Heads who stirred up the populace enough lo shift die burg. And 


before Darkspine, there was another gate-town, and more before 
that, fact is, four uther ruined cities now lie between Darkspine 
and ihe River Styx (with each absorbed town, the plane kept 
growing* pushing Us boundaries farther and farther from Lite 
river). Each is even more wrecked than the last* having been a 
target For fiends and fireballs fora longer period of time. But the 
structures still attract a few straggling bodies, as they're the only 
remnants of “normal" humanoid life on the wasteland, 

THE PILLAR ©F SKULLS 

This grotesque tower's made of hundreds of living* disembodied 
heads, all squashed together to form a solid mass at least 10 feet 
around and 20 feet (all, A body’ll usually hear the pillar before 
he gets close enough to get a good look at the vile thing* as the 
decaying heads flap iheir hone-boxes almost incessantly, talking, 
cursing, and arguing with one another - after all, what else've 
they got To do? Most of the heads are of human or humanoid 

races* but there's a lew thai 
even planarsd have a rough 
time giving a name lo. If the 
PCs get near enough to be 
seen, the 1 reads all shout con¬ 
flicting pleas tu the parry ur once, offer¬ 
ing information in exchange for some kind of 
service (DM's discretion). 

THE RIVER ©F B L © © D 

A body can hear the din of the Pillar of Skulls before he gets 
there, bui the first assault of this How is Its sickening stench. A 
slow river of warm, partially dolled blood si reams down through 
the wasteland* its slippery, scabby banks pulling in any berk who 
comes too near (Dexterity check to avoid taking the plunge). 
Some spots are as shallow as a single foot, but (he width never 
closes below 100 yards, making any crossing a long, unpleasant 
experience. Downstream* the river dumps into the black waters 
of the Styx. Upstream, it eventually leads back tu its source - the 
Lake of Blood, a felid body nestled in the Stigma ris Mountains. 

THE RIVER S + YX 

Tliis dark* ranch! waterway cuts rig hi through Avernus on iis 
winding passage through the Lower Planes. A PC caught m the 
wasteland without drinking water might be tempted co ignore the 
foul srink and take a sip, but the oily liquid's got a lot more 
potency Ilian just its smell. Drinking the water or touching it 
with hare skin means the PC loses all memory of his past life 
(successfully save vs. spell ro lose only the memory of rite last 
day). Both Herfik and Thermo know the danger of the river. 

The Styx is generally several hundred yards wide, but in 
some places hits of skeletal coral jut slightly out of the water* 
beckoning a traveler tu leap from one to the next to get across, 
A FC must make a successful Dexterity check for each jump or 
fall in: the DM can allow Dexterity checks of other party mem¬ 
bers nearby to see if they grab their tumbling comrade. 

DM i To avoid the campaign problem of PCs losing their 
entire memories, feel free to fudge saving throws so the most a 
cutter forgets is the past day, ('Course* ICs Fun lo make it took 
like the FC faces serious trouble by consulting bonks, rolling 
dice* cic.J 
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The next several pages present details of the baatezu* planars, 
and other creatures that the party may run imo while journeying 
from Darkspine to the Maggot Pit. Unless specifically stated oth¬ 
erwise* these encounters can occur at any time and m any order 
— whatever the DM thinks Is best for the pacing of the party’s 
trip. If the PCs are led by Herfik or Therma, they should run into 
most or all of these encounters. 

However, without a guide keeping them to the path, the par¬ 
ry's sure to have more encounters than are given here. Every 
third round of travel without a guide, there's a 15% chance of a 
wandering monster attacking The party; the DM should lirst noli 
Id6 to determine the type of creature encountered, and then roll 
the indicated die to determine the number of creatures. 


M Kt i- v; /b This army doesn't stop to listen to 

cover stories or inspect passes - they just shred any ntmbaatczu 
they find* 

I ml e ii ■ As soon as he spots the swarm, Herfik tells the 
parry to take cover and uses his rim? of invisibility to hide him¬ 
self, Therma also counsels the PCs to hide but she remains with 
them, weeping in awe at the sigh! of the glorious horde* 

Bl.UA ABtSttAt (1 l*Bt FA UVt MhV.HliiL 

THACO 17: #AT 3; Dmg 1 d4/1 d4/1 d4+1; AC 5: HD4+hhp25 
each; MV 9, El 12 (c); 3A poison, dive; SD regeneration, +1 
weapons to hit; MR 30%: 5Z L 18 feet tall}: I NT average [9): AL 
LE: ML average (10); XP 7,000* 

Spell-like powers: change idf command, produce flame, pyro¬ 
technics. and scare. 

Gate [once per day): 2d& lenrures (60%)* or id3 abishai [30%). 


Dffi Roll (I d6I 

1-2 

3-4 

5 

6 


Cw ,vn Rt(s) 

2d4 Icmurcs 
2d6 nupperihos 
Id) spmagons 
Id2 abishai 


BEL'S LFGieN 

The pit fiend Bel sweeps across A vermis with his immense army 
of baatezu, repelling invaders and marshalling Baaror's forces for 
the Blood War. 

A large dust cloud appears on the horizon, and the law. 
rumbling thunder makes you thinly for rain. But this is a d[Qer- 
cm kind of storm. A huge, black mass emerges from the haste, 
streaming into thousand* of distinct shapes - a scrabbling Horde 
of baatezu. Seething masses of melted I cm arcs and hlohhy nup- 
perihos spill forward from the front ranks, spurn'd on by jeering, 
garguylelike abishai. Toward the rear, army banners arc hoisted 
by an honor gourd of barbtuu that surround a munatrpus pit 
fiend. Overhead flics a small squad of a dozen or so black 
abishai. 

As long as the PCs somehow conceal themselves from the 
swarm, they won't he attacked or even noticed. Bel’s on a run of 
the plain, snatching up Icmurcs for his armies, ‘Course, if the 
party stands right out in the open or tries to slash their way 
through ihe horde, they’ll be killed, no questions asked. 

The flying black abishai get a good view of ihe legion’s sur¬ 
roundings; they spot a poorly hidden party' 5G% of the time and 
a well-hidden party 20% of the time. One abishai per PC veers 
off from the army to pursue and attack the party, breaking off if 
they haven't caught the PCs in three rounds. 

SAY, WHA + ’S +HA+ HUGE 
CL©UD «f DUS + 

fumbling + HIS WAY? 


THE HUN+ERS 

A vermis is a wide-open stomping ground, a perfect field For 
greater bantezu to amuse themselves, hy hunting prey. Sometimes 
fiends release an especially feisty petitioner or captured paladin, 
and sometimes they just chase down any berk or beast unlucky 
enough to he roaming about* One of the latter type of hunting 
parties - four yeth hounds driven by an arnnizu - spots the PCs 
while crossing the plain* 

77ir sudden, chitling howls seem to tear vour spine from 
your body * a having unlike any you're heard before, Silhouetted 
against the crimson sky are four feral. wol flike shapes, twice the 
size of ordinary prime wolves, wingless hut still somehow slicing 
through the air . Spotting you* group, the hounds land and gallop 
toward you. gnashing and growling. Close behind them fallows a 
short, stubby, ti doped fiend gleefully driving the pack with manic 
shouts and gestures 

The amnku, Grafsehau, follows the rules of the hum: hunt¬ 
ers may fly only if the prey flies: prey that can’t be seen or 
smelled by the hounds is deemed to have escaped and thereafter 
ignored; the hounds attack lirst, with hunters joining En only if 
the beasts are defeated: and the hunt stops once the first trophy 
(iu tliis case* one PC or the guide) is captured or killed, 

Grafsehatz won’t listen to anything the PCs say while the 
yeth hounds are attacking, but afterward he can he stopped from 
making Ins own attack by being shown ibe pass or bribed 500 gp 
in gems. 

M Grafsehatz laughs at the foolhardiness that*!) 

soon make them eilher rich or dead, sneering rliat they’ll enjoy 
the Cave of Greed - perhaps. 

i The amnizu Insists that fighting the hounds 

doesn't show the proper respect to a baatezu of his station. 

i m Herfik stays hack and won't llghi a hound unless 
directly attacked. Therma, however* does fight, and can success¬ 
fully argue that by putting up a good bailie they've proven their 
respect - by giving Grafsehatz an exciting hunt. 


— thc LAS+ WORDS 
a BASHER 

+©e CURIOUS 

f©R HIS ©WN 



OkafsithaI/ (Pi ft hi/HD 9JI F.|: 

THACO 11 (treat nnrmiagkal armor as AC 10); #AT 1; 
Dmg 2d4: AC 1; tip 59: MV 6. I I 15 (C); SA energy 
GOOD channel forget: SD +2 weapons to hit: MR 50%; 

SZ M (4 feet tall}: lNT exceptional 116): ML elite (14): 
XP 11*000. 


Speli-like abilities: fireball 13 times per day}* imprisonment 
(once per day). 

Gate (once per day): 2d 10 abishai (50%) t or 1 d8 erinyes (30%), 

V ,Ai THACO 17; PAT I ; Dmg 2d4: AC 0: HD J+J; hp 

18, 20, 22* 26; MV 15 T FI 27 (B); SA fear; SD silver or magical 
weapons to hit* MR 10%: SZ M (5 Feet tall): INI low (6); AL ML: 
ML fearless (19); XP 975. 


B i - THACO 13; #AT 1 nr 1 (weapon): Dmg Id2/ld2/ 
ld8 or 2d6 (glaive); AC 3; I1D 6+6; hp 36 each; MV 1 5; SA 
glaive* disease* battle (may; SD +1 weapons to hit: MR 30%; 57 
M (6 feet tall); I HI low (5); AL LB; ML steady (11); XP 6,000. 
Spell-like abilities; affect normal Jires. command, fear [by 
touch)* a n d p roduce Jla mt\ 

Gate (once per day): 2d6 abishai (50%)* or id6 barbazu (35%), 


0SYUU + H PA + R0U 

Twin raspy t v ices shatter the silence of the wasteland: "Scree the 
bight! Serve the EightT Two humanoid fiends creep rhythmically 
Toward you on long, spindly legs, then scorpionHke lath twitch¬ 
ing in the air behind them. Ai feast nine feet tail, they'd almost 
he walking skeletons if not for the thin film of sickly, rotting simi 
covering their bony frames. C last behind, a larger group aj scaly, 
clawed fiends grumble and scuffle along, uujying at then snaky 
beards and threatening one another with stained, suu -wothed 
glaives. The whale group reeks o f spoiled matt. 

This patrol's semiring the layer for lawbreaking baatezu - 
especially deserters of the Blood War. The bony osyluths police 
all of Baator with broad disciplinary' powers granted by the Dark 
Eight, and ihcse two currently command a violent hatch of 
2d4 battle-bred barhazu. 

No matter what the party's cover story, the osy¬ 
luths - Kerdel and Brack, who always speak 
in eerie unison - demand to know every 
detail of their excursion. At first, rhe fiends 
challenge any pass of safe conduct in order 
to gauge the party's reaction, but even¬ 
tually accede if the PCs adamantly 
defend their rights as passholdcrs. 

If the PCs have no pass, the osy¬ 
luths - charged with enforcing the law - won't 
accept any bribes. However* several of the bar- 
bazu seem eager io take the gems, which may 
lead to bickering and even blows within the 
patrol, though the osyluths quickly restore order. 

VI - Kerdel and Brack interrogate the cutters about 

who hired them, where they’re going, and whai they're carrying* 
and demand that the PCs Impress them with their knowledge of 
spices {involving the players in some off-the-cuff role-playing}* 

S» i Hie osyluths test the party’s knowledge of Baa- 

tor. asking the names of various other layers and the names of 
the Dark Eight. Unanswered questions nr incorrect answers invite 
hostility from the patrol. 

i Hcrfik protests he*s just a hired hand and doesn't 

want any trouble; Thermal able to answer any questions about 
the plane that the parry earth [though she always waits tor them 
to venture an answer first). 

Rrkori / Brack IPt/rf fd/HD 5/LE): 

THACO 16; MT 4; Dmg Id4/Id4/ld8/3d4: AC 3: hp 28, 32; MV 
12: SA fear, poison; SD +1 weapons to hit; MR 30%; SZ L (9 feet 
tall); 1NT vety {12); ML steady (12); XP 7,000. 

Spdl-Uke abilities: fly. improved phantasmal force , invisibility, 
and wall of ice* 

Gate (once per day): Id 100 nupperibos 150%), or 1 -2 osyluths 
(35%). 


LQS+ PE + I + 1QNER.S 

As you round a hill, you come fact to fact with a raging band of 
short f smelly humanoid creatures, their amber, scaly skin and tiny 
white hunts bringing one thought to wuir mind: koboids. They yelp 
and shrink back from your group, crouching close fa the a annul, 
covering their heads with their lanky arms. 

If not attacked, the koboids rise, point mutter, and push a 
representative forward: Jraekhok* who asks for directions to 
Nibdlin, a warren in Draukari the underground realm of the 
kohold power Kurtulraafc. Long ago, the koboids left the realm io 
fight off an invasion of gnomes and've been unable to find their 
way back since. They've wandered A vermis for what seems like 
centuries* with fiends and fireballs whittling their once hundred- 
strong pack down to barely more than a dozen. 

Jraekhok asks for 
weapons* armor, 
or magical items 
to help them fend 
off the fiends as 
they 


LL. 


*mAYBE NIBELLiN’S 
tus+ ©VER +HE NEX+ H 
1 mAYBE NIBELLIN'S 

tus+ ©VER +HE NEX+ HILL' — 

+ ha+‘s ALL WE'VE HEARD everyday 


f©R +HE LAS+ HUNDRED YEARS! 
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trek 
through 
the 
waste¬ 
land, taking 
whatever the party 
cares to give. Being 
petitioners* the koboids have no 
need of rations, and they refuse 
to travel far with the party, 
adamant on finding their long-lost home. The only thing they 
offer is information gleaned from years of traveling across Aver- 
nus (whatever the DM thinks the parly needs to know* and only 
iI first paid for with items the koboids consider useful)* 

If attacked or cheated, the koboids fight with the only 
equipment they still carry: spiked dubs. Jraekhok, however, also 
attacks with a ring of the rum. If the PCs let down their guard, 
the koboids try to steal equipment and lice* fighting io the death 
if caught. 

M The koboids’vc met plenty of merchant scouts 

and caravans during (heir exile on Avemus* and can probably 
direct the party toward the River Styx. 

S As the koboids fear the baatezu, they naturally 

hate PCs who claim to worship the fiends, making a kobold 
attack more likely, 

i Neither guide knows the way to Draukari, Herfik 

pushes the small koholds around, while Therm a compliments 
them for sacrificing so many of their tribe to the beloved 
baatezu. 
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i If any of ihe PCs arc gnomes, lhe kobolds attack 
the bashers on sight, stopping the assault only if half rhetr num¬ 
ber are slain. 

Jraolekik [Pe/o KOBOLD/0/-/LE): 

THACO 20: #AT 1: Dtng HI6 (dub) or 1-3(36 (ring): AC 9 (tough 
hide): HD '■*: hp 4: MV 6; SI S [3 feet tall); INI average (10); Ml 
steady (12): XF 15. 

Magical items: ring of the ram [5 charges left; I dG damage per 
charge used in attack, up to 3). 

- THACO 20: #AT I; Dmg l db (club); AC 10: HI) : hp 
3; MV 6; SZ S [3 feci tall); 1NT average [8); ML average (8): XP 7. 

f IENDHERDERS 

Most of the greater baatezu don't bother gathering the lemures 
and nupperibos they need for their armies. They leave that task 
to spinagons - small, cowardly fiends eager to he promoted for 
good service. At some point, the party should come across 
the following scene: 

Dozens rtf disgusting creatures - fat, fleshy blobs, 
won 1 Infer decomposing worms than humanoids • are 
bang poked and prodded mm a hen! by several short . spike- 
covered fiends with military forks* Some of the jellylike shapes 
moan and Mhnv, others are strangely silent; alt squish and cob 
lidc, seemingly mindless, m the growing herd One of the stray 
worm-things spies your group, and suddenly a small duster 
breaks from the herd and scrambles toward you. 

Five iemures and two nupperibos head for the party, hut 
after one round the entire herd swarms toward the PCs. These 
no-brain haatezu attack the party in wave after writhing wave 
until destroyed or forced back under the spinagons* control (the 
DM should describe the attack in the most sickening terms pos¬ 
sible.! 

As the herd at racks, one of the three spinagons panics and 
flics away immediately. The other two stay and try to rein in the 
herd, flitting about and jabbing with (heir forks, shouting “Stop 1 
Back!" and "DonT kill ihe stock!" They’ll be grateful to any PCs 
who help them round up the herd, giving directions or advice 
(whatever ilie DM wants the players to know). 

On the other hand, if the party kills more lhan half of the 
stampeding fiends, the two spinagons try to fly away, il cor¬ 
nered, they'll plead for freedom, wailing loudly about the grue¬ 
some punishment that awaits them for losing the stock* and offer 
information in exchange for their lives [again, the DM decides 
what they reveal). The spinagons fight only as a last resort, 

Mj * H iM In exchange for their freedom, the spinagons 
offer to put in a good word For the PCs with King llelj, the pow¬ 
erful Ueflmg who controls most of the market trade in Dis, They 
offer to fly one jar of spices ahead to the king. However, unless 
the PCs hammer out a carefully worded agreement, the spinagons 
taini the spices with Type J poison before delivering the jar 

Si i : The spinagons ad less cowardly* expecting 

obeisance from the party - in fact, the spiked fiends each 
demand 300 gp in gems from the group. 

< i Herilk turns invisihle to hide from the onmshing 

mass of lemures and nupperibos: Therm a tries to round up the 
mindless fiends instead of fighting them, and she gladly lets the 
two spinagons go. 


SriNAtiUK (3) (Pl/vax Bt/I1D 3 + 3/LE): 

THACO 37: *AT 3: Dmg HJ4/!d4/1d6 (military fork); AC 4: hp 
15. 19, 24; MV 6* FI 18 (C); SA flame spikes: MR 15%; SZ S (3 
feet tall): [NT average (8): AL LE; ML average (8); XP 3,000 
Spell-like abilities: affect normal fires, change self command, 
produce flame, scare , and srfnfrm^ cloud. 

Gate (once per day): 1-3 spinagons (35%). 

Li m ! l it THACO 19: #AT 1: Dmg td3: AC 7: HD 2: lip 10 
each; MV 3: SA battle drive: SD regeneration, immune to mind- 
affecting spells; SZ M (5 feel tall): IMT semi (3): AL LE; XP 120. 

N n HI I i Ml: THACO 19; # AT 2; Dmg Id2/Id2: AC 9: HD I; hp 
h each; MV 6; SD regeneration, immune to mind-affecting spells; 
SZ M lb feet tall); IN I nun (01; AL LE: XP 120. 

Spell-like abilities; cause fear (only if 10 are commanded to 
attack the same larger). 


AN UNSEEN FRIEND 

Sticking out of a large rock formation nearby are the legs and feel 
of an armored warrior, a poor sod who seems to hair material¬ 
ized half inside the solid smic, More bodies - just the bottom 
halves, dentally — adorn the small foothills around you . 4 few jut 
impossibly out of boulders, while dozens rise from the hard -baked 
soil like tombstones in a graveyard. 

Ifthe party examines the bodies, they find eight loose 
enough to he pulled up from the ground; most are humans, with 
a few dwarves. Once imearthed, the muddy but intact corpses 
can be seen to wear the markings of the Harmonium, (The bodies 
are remnants of the invasion force originally sent by Tonal 
Shar.) 

"Really, it's a pity they weren't better prepared ," gurgles a 
voire from nowhere Tnw friwJirrs might prat e better suited to 
the task. Maybe we could help each other out. ’* 

The voice comes front ihe pit fiend Xrt'ik, using his 
improved invisibility power to remain unseen. If Flatten Pomifus 
sent Krrik a message from Ribcage* (he fiend already knows the 
PCs are after the /wfy avenger; if not* Kri’ik merely sees the PCs 
as candidates to help him carry out his plan u> embarrass Dispa- 
icr. In either case, he introduces himself as “a friend'* and offers 
to reward the PCs if they steal the sword hack from the arch¬ 
duke's Iron Tower. 

Refer to the foil owing during (lie encounter: 
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♦ Kri'ik admits to no knowledge or what happened to the 
Hardheads, but bemoans their failure lo achieve ihcir 
task* 

♦ In return For stealing the sword, Kri'ik offers the PCs 
"something you mortals understand - great wealth.” 
For now, he won't be any more specific than that. 

♦ Kri'ik admits wanting to embarrass Bispater and per- 
haps even seize command* hinting that his ascendancy 
to the throne would give the PCs a powerful ally In 
Baator - one whu'd be "indebted" to them. 

♦ Kri'ik won't become visible unless forced by magical 
means; cutters who concentrate on spotting him can 
save vs* spell at -2, with success meaning they glimpse 
a shimmering outline of Ms huge, winged form. 

No matter how the PCs react TO his suggestion. Kri’ik says he'll 
contact them again before they reach the city of Dis, when he'll 
bring along something to help them survive in the lower. They 
can hammer out the specific Lerms of their agreement then. For 
now, though, Kri'ik leaves the party with a resr; 

*7 hope mu doit 7 mind if l see how rough you cutter* art*/' 
stores f/rc voice, ”/Tr got to make suite you can handle ihv job " 

Kri'ik pulls eight Hardhead corpses oui of the ground (unless 
the PCs have done so already) and uses his animate dead power 
to turn them into zombies that attack the party, He also gates in 
two barbazu to join the assault, and then telepons away (the har- 
bazii fight to the death and try to gate in further haaiezu* if nec¬ 
essary). 

If the PCs pose as merchants. Kri'ik 
wonders aloud if they'll be strong enough to handle the job; if 
the PCs pose as supplicants, Kri'ik tries to command them to 
accept his offer (even if he knows they're not tme supplicants), 

Tm on Hcrfik doubts that any thing invisible in Baator 
can be any good; Therma rejects the idea of stealing the sword 
from Dispater, 

> i ! if any PCs successfully glimpse Kri'ik and attack 
him, their rolls suffer a -6 penalty las he's last and barely visi¬ 
ble), If attacked, Krilk tries to use hold person, suggestion, or 
wall of fire to restrain the attacker, hut teleports away if neces¬ 
sary, 

THAO) 19; MT l; Dmg Ida; AC 8; HD 2; 
hp 12 each; MV 6; SD immune to poison and cold-based attacks; 
MR immune to clmrnt, hold, sleep, and death magic: SZ M (G feet 
tall); I NT non (0); AL N; XP 65 * 


RHURN ®FTH€fKifi t€AGU€ 

This encounter should take place after the PCs cross the River 
Styx* hut before they reach the Maggot Pit. 

The wizard Karris and hts hand of Indeps have been one step 
ahead of the party the entire ad venture. However, their trek 
across Avcmus has been slow, and the PCs catch up while their 
rivals are eating. One of the Indeps has already been pul in the 
dead-book; they now number only five plus Karris, and none 
wear recognizable faction colors. 

Not fat ahead* a cluster of bodies sir cross-legged on a smalt, 
rock less mound, with o guard standing much. The group mutters 
and posses meager rations around until the guard alerts them to 
your presence. Jumping to their feet - six hi all - Hiry draw 
weapons' tense far ti moment, then visibly relax after peering at 
you carefully. “ Can't he too careful with fiends about. * says a 
thin mart in a plain brawn robe. "Good fa see fellow muriers.* 
Karris recognizes the PCs; tie's already warned his band 
about a possible fight with the party, and they're ready to attack 
on his signal. Although he's tried to alter his physical appearance 
with different clothing and facial markings* the smartest PCs can 
make Intelligence checks to see if they recognize Karris as the 
"apprentice" they met in SigiL If recognized* Karris tries to talk 
his way out of trouble; If attacked, he direcLs his hand to fight. 

If the PCs don't recognize Karris nr attack, the hirirps invite 
the party to join “our poor feast/ promising to share both rations 
and information* The Indeps try to find nut as much about the 
party's quest and progress as possible* claiming to be in search of 
a fallen comrade's corpse. If need be* the Indeps try’ to bind the 
PCs and extract information by force, 

If a fight breaks out. Karris immediately casts a monster 
summoning I spell* which brings 2d4 nupperibos within one 
round, Since the creatures are mindless, they attack all in sight 
until destroyed — PCs and Indeps alike. 

Unless the PCs have disguised themselves in 
some way. Karris isn't fooled Ibr an instant* hut he plays along. 

> i'’i i Karris takes a bit longer to mark the PCs in 
their robes - perhaps enough time for the cutlers to recognize 
him and arrack first [DM’s decision}. 

m : Herfik, weary of the journey, is only too glad to 

sit, eat. and rest; Therma tries to sell the Indeps on the glory of 
the baatezu. 

DM if General statistics are given below for the six 
Indeps, hut the DM's free to customize the bashers, making one a 
bariaur fighter* one a githzerai priest* etc. 



THACO 13; #AT 3 or 1 (weapon); Dmg ld2/Jtl2/1d8 
or 2rib (glaive); AC 3: HD G+6: hp 45 each: MV 15: SA glaive, 
disease* battle frenzy; SD +1 weapons to hit; MR 30%; SZ M (6 
feet rail); UNIT low (6): AL LF; ML steady (12); XP G.000, 

Spcil-Jike abilities: affect normal 
fires, command* fear [by touch)* 
and produce Jhmc, 

Gate {once per day); 
2dG abishai [5G%], or 
ld6 barbazu (35%], 


KArns (Pi / " u/Wft/FL/CN); 

See page 12 for full statistics; current hp 20. 

Iiw (s) (Pi/v\k rntMANOiu/FG/Fl/N); 

THACO 15; MT ]; Dmg Ida (lung sword); AC 4 (banded mail); 
I ID G; hp 41; MV 12; SZ M (6 feel rail): INF average (10); Ml 
average (to); XP 270. 



Ni i i h i U. i) THACO 19; It AT 21 Dmg 
Id2/ld2; AC 9; HD 1; hp 5 each; MV 6; 
SD regeneration* Immune to mind-affecting 
spells; SZ M (5 feet tall); I NT non (0); AL LE; 
XP 120* 
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THE mAGG© + PI + 

Once the party's made it across the hulk of Aventus, they'll end 
up ai the Maggot Pit. a baarezu breeding ground that blacks the 
entrance to Tiamar's Lair, From a distance, the lair appears to be 
a small rock formation, but up dose it seems infinitely huge 
(refer to the map on the inside of the gatefold screen). 

The crater io front of you is easily a thousand feel (icrim 
amt many Thousands of jin wide, filled to the tip with a 
writhing mass of ooze and maggots. As you winch, 
fresh If mum and mtpptribns emerge from the 
goo and crawl onto the land, stumbling around 
hltndh\ seemingly oblivious to vour prewn cr, 

The pit ahurs a sheer rack 
watt that stretches urmss the plain 
and rises into (hr sky as far as you 
in if ire. A single, large mouth at 
rhe base of the wall opens into 
darkness udthitL 

If the PCs attack any crea¬ 
tures or fry to cross the pit, the guardian 
— a red abishai — confronts the group: 

Suddenly, a hulking abishai karsts 
from the writhing soup* scattering dumps 
of putrid goo hr /irs wake. ‘Hands off my 
piiF He flies over and lands with a 
groundshaking thud nert to you, 
hundreds of maggots still dinging 
to his Vermillion scales. 

Hie abishai, Arraka, 
busies himself with sending 
the fresh lemures and tujp- 
peribos off into rhe wasteland 
and supervising the emergence of new spawn (Fortned from the 
spirits of lawful evil planars and primes)* He won t attack the PCs 
unless they try to harm him or the spawn, but be does offer his 
services to those who ask about crossing the pit. However, no one 
goes across unless the group has a pass. 

For one magical item or 300 gp in gems, he'll agree to fly 
one body across the pit to a narrow ledge at the mouth of the 
cave. Obviously, this arrangement could he costly if rhe whole 
parry (plus the guide) needs a lift, but the greatest danger comes 
front poorly worded deals: Arraka adheres to the letter of an 
agreement, but tries his hardest to break its spirit. A simple com¬ 
mand of "Take me across the pit™ doesn’t compel Arraka to leave 
the transported PC at the cave mouth: the abishai just takes him 
across, then flies him back to where they started. The charge 
“Take me over ihe pit ' 1 allows Arraka to lly halfway across, then 
drop the poor sod Into tin- wriggling slop, if any PCs get peeled 
in a bad deal, they can try again — for another fee (after all, 
Arraka did fulfill his end of the bargain). 

Arraka can also order (he squirming masses to hold still 
long enough for ihe PCs to walk across ihe surface 10 the other 
side. Tltis is by far the cheaper arrangement - only two magical 
items or GOO gp in gems for the whole group - but he won't sug¬ 
gest it unless the PCs refuse to be flown across. Again, the deal 
must be worded carefully to prevent Arraka from allowing any 
berks to get sucked into the rotting mire. The maggots won't sup¬ 
port a body's weight unless commanded 10 do so by Arraka. 

Another option for the PCs is to kill the abishai or drive him 
away, then cross the pit by their own magical means, if Arraka 


loses 30 points of damage, he tries to gate in IcO more abishai: if 
he loses 40 points, he commands all spawn to destroy the PCs 
and then teleports away. Immediately thereafter. 3d8 l emu res 
and 3d 10 nupperibos emerge from the pit and swarm over the 
PCs. preventing flight or escape. Every other 
round, another Id8 temurcs and IdlO nup- 
perihos slop forth to join the battle. If rhe 
PCs ever reduce their ranks to ten or 
less jlenmres and nuppe ribas com¬ 
bined), The cutters can try to flee 
or magically cross the pit. 

SiKKiKii is mr it: if a PC gets 
dropped into the pit or tries to 
cross it without Arraka first mak¬ 
ing the slime hold still, he sinks iriio 
the mire lId6 damage per 
round]. The berk can pull 
himself Free with a Strength 
check and move a yard or 
two. hut faces the same prob¬ 
lem the next round 
unless at the 
lip of the pit 
IDM’s deci¬ 
sion). If the 
PC doesn't 
escape the pit in four rounds, 
he's pulled completely under, 
unable to struggle further (suf¬ 
fering 2dfi damage per round until 
rescued by the party or fully digested 
by the goo). 

Mi 111 Arraka asks the party to throw 
half of their spice stock into the pit* just to see 
what kind of effect it might have on die spawning fiends 
(none). He won t help the PCs otherwise. 

* Arraka demands that they prove their devotion 

by leu lug him dangle them, one at a Lime, halfway into the 
writhing muck. Each PC gets dipped Ibr one round, suffering Ids 
damage - those loo weak can plead for a reduced time in (he pil, 
li Herfiks been to the Maggot Pit before, and he 

knows to word agreements carefully; Therm a clamors to he 
“cleansed'' in the pit for a round or two. 

A KHAkA I Pi t : 1 tv HD 6+3/LEj: 

THAO) 13; *AT 3: Ding Id4/ld4/id4+l: AC !: hp 4b; MV 9, R 
12 (C); SA poison, dive: SD regeneration, + 1 weapons to hit; MR 
30%: $Z M (6 feet tall); 1NT average (10); ML steady l!2|: XP 
9,000. 

Spdi-likc abilities: change self, command w produce flame , pyro¬ 
technics. and scare. 

Gate (once per day); 2d6 teinures (60%), or ld3 abishai (30%|, 

• THACO 19: # AT 2; Dmg Id2/ld2: AC 9; I ID i; 
hp 4 each; MV G; SD regeneration, immune to mind-affecting 
spells; SZ M (5 feet tall): (NT non IQ); AL LE; XP 120, 

i '« m i l THACO 19: #AT I: Dmg id3; AC 7: HD 2: hp 8 
each; MV 3; 5A battle drive; SD regeneration, immune lo mind- 
affecting spells: SZ M [S feet tall): INI semi (3): Al. LE: XP 120. 
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TIAmA + ’S LA 1 K 

Once they've missed the pit* the PCs stand on a narrow ledge in 
front of the rough-hewn opening in the stone wall The mouth 
leads into a 60-foot-wide tunnel carved through the rock that 
comes out into a colossal cavern (see rhe DM's map of the lair on 
the inside of the gatefold screen). 

Standing in this monstrous hall of solid rock, you fed 
smaller and mare insignificant than vow W frit in a long time, 
Light from the sky outside hardy reaches down the tunnel, cast¬ 
ing a pale red glow over the bifid? stone. You van see four other 
tunnels leading off in different directions. 

One tunnel leads to the Cave of Greed and the gate to Dis, 
The oLhers lead to Tiamat. the power of evil dragonkind, and her 
five dragon consorts - the most powerful male Great Wynns of 
each chromatic color (red. black, green, blue, and white). Each 
consort resides in its own cave and revels in its own horde of 
treasure. The treasure hasn't been specified - the PCs shouldn't 
muck around with it — but the DM's free to fill the lairs with any 
coins or objects desired. 

Currently, the red and green consorts are not on Baaior, and 
only the black, blue, and white wyrms rest in their lairs. 

Herfik and Therm a know better than to disturb Tiamat, her 
consorts, or their treasures. If the PCs insist on [licking a fight 
with Tiamat or the Great Wynns, the DM should give them one 
chance to surrender and leave. Otherwise, the poor sods are deci¬ 
mated without much fuss. 

1. Km CoNsn&Ts i air; You fed like you've stepped into the belly 
of a volcano, or maybe right into the Elemental Hone iff fire, The 
cavern's clouded with a scaring turn* that seems to eat away at 
vonr exposed skin . All you can see is u shiinmeringty hot pile of 
coins riddled with other stray items. However, it 's hard ta focus 
on anything except the hailing sweat burning vour eyes and your 
rapidly rising body temperature. 

Each PC suffers IdG points oT damage for cadi round spent 
in the cave after the first (successfully save vs. breath weapon for 
half)* Touching any of the red-hot treasure horde causes Id 10 
points of damage per round (rhe items won't cool down unless 
taken from the cavern for three days, with the PC sustain¬ 
ing damage during each round spent in contact with 
the object). 



2. Biace ConsukTs law; Here the very atmosphere seems thick 
nnth poison, as sharp t corrosive air burns your tangs, your skin, 
and vnur armor. Just before your ey f cs snap s/rm at the stinging 
pain, you make mtt a large, clear pool in the middle of the care, 
and what looks like a sculpted mnund of coins resting at the 
bottom. 

Liquid and gaseous acid fills the home erf the black dragon* 
For every round spent in the cave, all armor (even magical armor) 
permanently loses one class of effectiveness, and any magical 
weapons lose one plus (successfully save vs. add to escape dam¬ 


age). In addition, each PC suffers 2d8 damage from breathing the 
air {successfully save vs, poison for hall]* The pool of clear acid 
dissolves two levels of Armor Class per round, and causes 2d 10 
points of damage to hare skin. While in the cave, all PCs arc 
unable to keep their eyes open* 

The black dragon nesting in this cave won't stir unless the 
PCs approach the pool - in which case hell warn them to leave 
and kill them if they ignore his ad vice. 

i. Grits Ci 1 sort's t.AiKj 77/r rack m flrrs tunnel softens under 
your feet, beeamhui wore and more swmnpUkc as vou progress. It 
lends to a cavern so thick with luxuriant foliage that you can't 
see more than ten feet through the growth. The air's as heavy as 
n wet blanket draped around your head, and the droning huzi of 
insects wms to ijrt louder and angrier. 

Every round after the first, hundreds of flying insects arrack 
each PC* stinging and biting through everything but metal armor 
for Id8 points of da mage; only cold-based attacks fend them off. 
Also, the oppressive humidity cuts each hasher s movement rate 
and number of attacks in half. The party wont be able to move 
very far through the swampy foliage (or find anything of conse¬ 
quence). and damage from the growing number of insects dou¬ 
bles each round. 

1. Bu ! CoNsoftfS i vcr: After winding atvav from the central cav¬ 
ern, the passage suddenly stops at the edge of a great, dark abyss 
that stretches below you I'lfd/essly. In fltc irnfrr of The pit is u 
mountain peak, rising up from the black depths, at least 5QQfirt 
from the edge where you stand. Nestled hr (he peak is a ponder¬ 
ous, deep blue dragon the color of water at the ocean's bottom. It 
stares hfiicfully at you across the abyss, watching with unbiink- 
ing, milky eves. 

The blue 
dragon won't 
JM& make a move 
v unless the 

^ PCs try to 

cross the 

abyss to its peak. It then takes to the air 
and attacks, trying simply to drive the 
intruders away, but the wyrm gladly slaughters any 
sods leatherheaded enough to stick around. If any 
PCs fall into the abyss, the DM should roll Hl6 to 
determine their rate of descent. On 1-2. they fall only a 
few yards per round and can be rescued by other party 
members; on 3-4. they fall at normal speed; on 5-6. they fall at 
double speed. Any herks who do plunge into the pir die of old 
age long before they hit bottom. 

As the PCs pass this cavern, a terrible aura of 
fear prevents them from approaching the dark entrance. 

A fret /mg leave of fear washes aver yon. chilling your Mood 
and raising gmsebumps the si/e of gold coins all over your body. 
With the force ofa hurricane, the aura pushes yon away from he 
pitch-block cavern entrance ; crushing you against the appt ^tt? 
wall 

The PCs must inch their way along the wall until they've 
passed the entrance Lo Ttarnafs Lair and entered The tunnel lead¬ 
ing to the Cave of Greed, at which point the aura oT fear sub¬ 
sides* Any PCs who insist on entering (he cave through magical 
or other extraordinary means face instant immolation, with no 
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saving throws and no chance to back our. Hamm's a power . and 
powers can't be disturbed if they don't wish to be* 

1 ■ hi; • ■ u wr: A smaller cave leads from Tiamat's lair 

to the cavern of her most favored consort currently, the white 
dragon. However, to gel there, the PCs'cl have to march right past 
Tia mat's nose, and that ain't going to happen in this adventure. 

1 hi C v.. i Ukf - As the party takes the southern branch out 
of the huge central cavern, the tunnel splits again, leading to the 
Cave of Greed and the gate to Dis, 

As you make your way down ike wide funnel. you van see 
huge, iron doors set into the rock at the far end. Just to vour 
right, though, another passageway open* rtiro the runnel, ruddy 
light spilling'through "from whatever lies on the other nut, 

If any PC enters the cave, read or paraphrase the following; 
The ruddy tight lakes an a more golden glow in this t o error. 
emanating wnt from any torch or fire but from u glittering pile of 
coins enough rapper, silver, ami gold to ransom a dozen kings. 
Swordhihs „ gobteis, /nines, and gems o f all sizes and colors add 
to rite mound. The only Thing between you and the treason is an 
oblong pond of dork, fetid water about JOQ feel arrow that spans 
the width of the cavern. 

Each visitor to the cave that sees the pile of treasure must 
make a Wisdom check: beings of evil alignment suffer n -2 
penalty, those of neutral alignment roll a? - I, and those of good 
alignment lake rm penalty at all. Any sod who fails the check is 
seized with greed and becomes determined to get to the other 
side of the pond, no mailer what his companions say or do to 
stop him. 

No (light, levitation, or teleportation magic works in the 
Cave of Greed, and no bodies and objects can swim or float In 
the pond. The only way to reach the treasure is to wade through 
the water, which has a maximum depth of five feeT (a problem 
for short sods), A body in metal armor wades a! his current 
movement rale; alt others wade at • their rate. 

Here's the catch: livery round spent in rhe water saps one 
point of Wisdom from The wader (to a minimum of zero), and the 
drain goes unnoticed until the PC emerges on the opposite bank. 
A party member who sticks his hand in water to test it won t feel 
anything; the draining effect only occurs when a PCs fully 
immersed. However, the Joss isn't permanent — the cutler's Wis¬ 
dom munis at a rate or one point every iwo days. 

Any PCs who reach the far side of the pond Find that the 
treasure is, indeed, real. However, each item is cursed or suffers 
from a disastrous flaw: weapons hit at J or worse, goblets turn 
any liquid to poison, gems randomly burst into handfuls of spi¬ 
ders, etc. Even the coins bring woe lu iheir laker — each weighs 
as much as one hundred similar coins, making ii difficult at best 
to transpun them away. 

Both Herltk and Therma know That something's 
strange about the cave, hm neither knows t he dark of the sap¬ 
ping water or the troubled treasure Jibe cave worked differently 
the last time they came through)* 

DM ! feel free to specify the type and amount of all 
coins and items in the pile, tailoring the treasure 
to the particulars of the players and 
the campaign. 


As the PCs approach the end of the tunnel, 
they see the gate leading to Dis the second layer of Baator. 

The rocky tunnel comes to an end at a set nj 20-foot-tall 
doors of rusty, gray iron, huitl into the stone. Each door looks 
warped with irregular humps and protrusions* as if battered by 
something on the other side. Bolted halfway between the top and 
bottom of'each door is a large ring handle. 

The iron gate leading to Pis isn't guarded by baa tent - Tia- 
mat and the fiends have somewhat of a strained relationship. The 
PCs need only pull open the doors by the handles, which requires 
a successful bend bars/lift gates roll. ‘Course, since the handies're 
ten feet off the ground, few hashers can reach them without lev¬ 
itating (which ruins the leverage needed for pulling) or standing 
on another cutter’s back Ian unstable platform at best). Unless a 
PC figures out a way to stand solidly in front of the handle, all 
rolls for opening the doors are made at a -5 penalty. However* 
the doors can also be opened by a knack spell or similar means. 
When the Iron doors arc finally forced open, they swing 
Inward, toward the party, revealing only a cavernous passage¬ 
way that leads forever into the darkness, A giant trap door spider 
hiding in a side tunnel 20 feet along leaps at ihe first PC to pass 
the camouflaged opening: the victim suffers 6 on a surprise roll. 
On a successful attack, the spider tries to drag the PC into its lair, 
where two other spiders wait, The victim can make no attacks, 
but can free himself by making a successful Strength clu ck at -2 
(or can be freed by companions whose combined Strength totals 
20 or more). If the victim Is not dragged into (he lair, rhe two 
spiders wiihtn emerge m join the attack on the party. I he lair 
contains four webbed and partially eaten humanoid corpses: 
their pockets hold a total of T25 gp. 

Once a PC travels more than JO feet past the opening to die 
side tunnel, a boulder on the ground growls: "Those who would 
enter Dis must crawl T [The rock s under a magic mouth spell.) 

To open The gate to Dis, the PCs must return to the iron 
doors and crawl through that opening on their hands and knees, 

- the movement through the archway is the key. Any PCs who 
don'i crawl simply stay in the tunnel. Read the following to PCs 
who make it through: 

As yon efatvt forward past the open doors, a sudden rush of 
gmy-green light blinds you for a few seconds Sguintlttg, von 
rvalue you/ re under an open sky again - smoky green thi time 

— and r/ff/X vo ti're perched on hands and knees on the side of n 

mountain* 

Both lEerfik and Therma are sure that the iron 
doors are (he gate to Dis. However, the last lime either was here, 
the gate had a different key (DM’s invention); they don’T know 
about the craw ling trick until they hear it from the boulder. 

' ! Any PCs who ignore the boulder's advice and con¬ 
tinue down the dark tunnel sonn discover that it winds through 
the caverns without end. 


*• i • v.t sR -i‘ni <k 11. THACO IB: #AT t; Drug 2d4: 

AC 4; I ID 4+4; hp 23. 25. 31; MV 3. Wb 12: SA poison, 
webs: SZ L 110-foot diameter); [NT low [5); 

AL CE: ML elite (13); XP975, 
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In this chapter, the player characters must 
make their way to and through the searing city 
of Dis. eventually worming their way inside the 
mutating Iron Tower of l ord Uispnter. But Dis is a 

tricky place, even For Baator, The town's full of fiends 
and planar* eager to boh or bully visitors out of their 
jink, and slave crews of the condemned endlessly 
destroy and rebuild everything in sight What's more, 
a body who doesn't watch where he's going just might 
get burned - in more ways than one. 

D>J Time works the same way in Dis as it dues in A vermis, the only dif¬ 
ference being that the changeless sky hanging over the layer is a pale gray-green 
instead of red* 
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Alter crawling 
through the gate 
to Dis, the PCs 
find themselves 
halfway up one 
of the mountains that 
ring the infinite city also 
known as Dis. 

From your vantage paint an the mountainside, it stems tike you can see former 
Mapbi ww can. Off in t he distance sprawls an enormous city, dominated hv a gray, 
parapet-choked tower that rises so far into the smoky green sky you can't crane your 
neck enough fu mark the top of ix. Tire lower, seems to melt and reshape itself con 
scanriy; your poor brain just cntTr serr/e on what fr looks like, 

A ring of steep mountains surrounds all you see — ytmt hilt’s part of the range 
- but the hike to the peaks on the other side of the city is unimaginable. From the 
base uf your mountain, though, ti white cobblestone path winds rr* iruv across iht 
plain toward the rifv. 

The Iron doors leading from the caverns shut behind the PCs, refusing to budge 
from this side. If the party starts down the mountainside toward the 
path, they soon run into the gate guards. 

Owe bright red and three straw py-green alnshai crouch oner the 
remains of a humanoid, so font and chewed you can 't cent make mil 
its rave. Thr red fiend rises from the sickening meal and hows mock* 
ingly in your direct itnc “Welcome to Dis, brave fools." The other 
three fit iheir eyes on you i Jwr nitfHni/r to icvrr at the meaty fomtr*, 

The guards were warned hy ihe pit fiend Krilk of the party's 
potential arrival; he commanded them to let the PCs hy unmolested. 
The leader, the red abishai Jal’haya, makes a good show of checking 
the group's pass (if any] and questioning their intent, bur eventually 
lets the PCs through. 

If the PCs don't have a pass, Jal'haya suggests that he’s open to “alters/ and 
accepts no less than 200 gp in gems to let the party through, If the cutters attack or try 
to push their way through without paying the garnish, the fiends fight convincingly, 
but teleport away in false desperation after a few rounds of battle. 

In any case, once the party goes on its way, Jafhaya informs Kri’ik of their 
arrival, setting the stage for the pit fiend's second meeting with the bashers (sec 
“With Friends Like These/ cm page J&). 

Kh n . Si • ii The alnshai accept any plausible cover story, ready to 
allow the party through no matter what. 

flit out lie Her file’s surprised rhat the guards are so lax about letting them by; 
Therma points to the fallen fugitive as a moral about the folly of displeasing the 
baatezu. 
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Jal’haya (Pl 16 fd/HD 6+3/LE): 

THACO 13; #AT3; Dmg Id4/ld4/ld4+l; AC 
1; hp 44; MV 9, FI 12 (C); SA poison, dive; SD regen¬ 
eration, + 1 weapons to hit; MR 30%; SZ M (6 feet tall); INT 
average (10); AL LE; ML steady (12); XP 9,000. 

Spell-like abilities: change self, command, produce fame, 
pyrotechnics, and scare. 

Gate (once per day): 2d6 lemures (60%), or ld3 abishai (30%). 


Green abishai (3): THACO 15: #AT 3; Dmg Id4/kl4/ld4+l; AC 3; HD 5+2; hp 33, 35, 39; 

MV 9, FI 12 (C); SA poison, dive; SD regeneration, +1 weapons to hit; MR 30%; SZ L (7 feet 
tall); INT average (8); AL LE; ML average (8); XP 8,000. 

Spell-like abilities: change self, command, produce fame, pyrotechnics, and scare. 

Gate (once per day): 2d6 lemures (60%), or ld3 abishai (30%). 


As the PCs reach the base of the mountain, they find the start of the path they spied earlier. 

What looked like white cobblestones from the side of the mountain turns out to be skulls, half-buried in the 
hard, fat ground so that only their tops poke out. The passing of many feet seems to have taken its toll on the 
skulls, some of which lie cracked and broken like hollow eggshells. 

If the party chooses not to walk on the road, they’ll travel and tire normally, but never pass any landmarks 
or make progress toward the city - Dis remains the same distance away no matter how long their journey. 
Flight and teleportation don’t work, either; only by walking the skull path will they reach the city. Once they 
take the path, they’ll notice they're moving forward (the DM can determine the length of time needed to reach 
the city). 

You begin to pass outcroppings of dull iron that rise from the ground like blocky, metallic trees. At first, 
only a few dot the plain, but soon the landscape's cluttered with more than you con count - the path snakes 
through a thick forest of gray iron slabs. The metal seems io smolder with uncomfortable heat, strong enough to 
slow you down and drench you in salty perspiration. 

The heat from the outcroppings is more than uncomfortable; contact sets cloth afire and burns exposed 
skin for ld8 points of damage. The iron also heats metal armor, baking any PC within: The armor causes no 
damage the first round of contact, ld2 points the second, ld3 the third, ld4 the fourth, ld6 the fifth, and ld8 
the sixth and every round thereafter. Metal removed from contact with the iron continues to cause damage as it 
cools (the reverse of heating sequence). 

Creatures with a natural Armor Class of 5 or better (which includes most baatezu) aren’t burned by the hot 
iron, and certain magical items (such as a ring of fire resistance) can spare a victim from harm. However, mag¬ 
ical cloaks that aren’t specially treated against fire must successfully save vs. paralyzation or burst into flame. 


wi + h FRIENDS LIKE THESE 

The pit fiend Kri’ik reappears to the PCs at some point during their journey along the skull path. Having poly- 
morphed into a petitioner from a work crew in Dis, Kri'ik sits atop an iron outcropping a few yards from the 
path, unnoticed until he calls out to the party (PCs who specifically indicate they’re keeping an eye on the spurs 
can make a Wisdom check to see if they spot him first). 

“Made it this far, have you? Good, good." The cheery voice comes from a bruised young man wearing 
ripped slave rags, sitting casually atop a tall slab of iron near the road. "'Course, without my help you won't get 
out with all your organs still in place." 

Introducing himself as “the friend from the wasteland,” Kri’ik tries to get the PCs to agree to steal the holy 
avenger from the Iron Tower in exchange for a great prize: A glittering ruby the size of a maelephanf s head. 
Note that the verb is important in this bargain; when referring to the party's procurement of the sword, Kri’ik 
only uses words such as “steal,” “loot,” “rob,” etc., which allows him to ignore the agreement if the PCs obtain 
the sword by any other means. Kri'ik tries not to call attention to his special phrasing, hoping to casually trap 
the party in a poorly worded bargain. 

He also offers the PCs a crystal sphere about one foot in diameter that contains a magical fower of holes - 
a black flower with closed petals (see page 47 for a full explanation of its use). Kri’ik says the party can use the 
flower’s petals like portable holes to move around inside the tower, assuring them they’ll “know what to do” 
with it once inside. Reluctant PCs are warned that they can’t explore the tower without the flower, but Kri'ik 
doesn’t force it on an unwilling party. 
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Krfik also offers the following information, if asked: 

♦ Hell help the PCs gei om of the tower and give them 
ihe ruby afterward* 

♦ Getting to the tower's easy ^ b ■ .ir< i 
1 '■ ih id ' As for getting inside the tower, he 

says only, "Depends what you believe in. really. 

♦ The PCs can do what they like with the sword, 

Wltat Kri'ik won't reveal is that he plans to 
"convince" them that what 
they'd like to do is hand the 
sword over to him, 

♦ Kri’ik agrees to a pact of 
non aggression: Neither side 
may attack the other unless 
attacked first. 

If the PCs accept his offer, Kri'ik 
warns them to stick Together in the 
rower and then teleports away. 

If any PCs attack him, Kri'ik tries 
to use hold person, suggestion, or wall 
of fire to restrain the aggressor(s), hut 
teleports away in the face of a continued 
assault* He won't do anything further to help the 
party, hut still plans to take the sword from them if 
their mission turns out to lie successful, 

• siit"- ; Kri’ik doesn't care if the PCs are 

merchants or not: however, he insists that supplicants should 
show their respect by doing him "this little favor.” 

! Her Ilk wanis no pan of any deal 10 raid Dispa [its 

tower - he’ll guide the party to it, but that’s all As forTherma, 
negotiation by the PCs about stealing the sword convinces her 
that they're not true supplicants, and she secretly resolves ro 
betray them once in Pis [cautious PCs may try to calm her suspi¬ 
cions or shield her from the meeting entirely), 

■ While in human form, Kri’ik retains the statistics 

fora pit fiend but loses physical abilities inherent to that form 
(such as flight and attacks from wings, daws, bite, and tail). 

The PCs are unable to open the crystal sphere or harm it by 
any means short of a sphere of annihilation or a wish spell. 

TH€ Cl+Y ®f DIS 

Without warning, the road of skulls abruptly deposits the party 
deep within the city itself* 

Here the plain is choked with more and more iron osucrnp- 
pings, so many That a body couldn't squeeze between them wtth- 
tw f getting rooked. The road curves ttriwtul a pttriiettfurly tall 
spur, and <is \nu pass the slab yon suddenly find yourself 'stand¬ 
ing lit a long, narrow street, buffeted by rushing crowds of 
humanoids and fiends. Raw heal washes over you like a tidal 
ware tts the temperature seems ro. triple, and a deafening orches¬ 
tra of st reams and collapsing buildings makes if difficult to hear 
your own voice, tVrieoMJc fa Dis, 

IF die PCs look back, they see ihe outer wall oT the city far 
behind them, though They didn't notice passing it before. Leering 
a hi shat perch and preen along the walk swooping down to catch 
condemned slaves trying io flee their labors in the city. 

The following sections give the DM enough information 
shout Pis To imbue The PCs' stay with The proper trappings and 
flavor. 


A WARm W€LC©mt 

All of the buildings and walls in die city arc made of the same 
hot iron as the outcroppings* The sheer amount of smoldering 
iron makes the temperarure in Dis almost unbearable; PCs In 
metal armor move a! half speed and suffer a -4 penally to all 
attack rolls, damage, and Strength checks. PCs 
in doth or leather armor suffer no such 
restrictions, but their armor may bursi 
into flame if it comes into contact 
with any iron (successfully save 
vs. paralvzatmn to avoid dam¬ 
age: leather armor saves at 
+4), Any exposed skin 
that contacts the iron 
suffers Ids points of bum 
damage. What's more, the 
narrow streets of Dis make it 
likely that the PCs brush up 
against some iron sooner or 
later [10% chance per rum). 

THE LAY ©f +HE TffiWN 

Even though a body in Dis can see the mountains that surround 
the place, the city's infinite, or at least so far as anyone can tell. 
Much of the town's devoted io the fiends that make up mosi of 
the populace, and the dark structures that cater to such Types just 
don’t open their doors to noiiimatezu - period. Visitors usually 
find what they need In blocks that're near-perfect copies of 
places from the Prime Material Plane, kept alive by greedy planar 
entrepreneurs. While the familiar inns, shops, and markets offer 
travelers a brief respite from the terrors of Baa tor. they also 
keenly punctuate the suffered longings of those far from home. 
For example, most of the food's not real food at all. but ground 
or processed fire fungus. 

One sure advantage to the prime-material businesses is that 
they provide a hit of relief from the heat: Hie walls and floors are 
covered with hangings and tarps to prevent burns to cloth or 
flesh. These coverings are realty ihe Hayed skins of lemurcs and 
nupperibos, smeared with incense so they reek strongly of jas¬ 
mine and cinnamon as they smolder against the hot iron* 

Looming massively above ihe entire city Is the great Iron 
Tower, the palace of the archduke Dispater* Lord of Dis. It shoots 
unstoppahly into the ash-green sky, seamlessly and endlessly 
mutating from one gigantic shape to the next - now n curie, now 
a spiral now a siarbursi. The lower always looks as if it’s just 
beyond the next block, hut turns out to be forever out of reach to 
those in the dark cross the block, and Lhe blasted thing still 
looks a block away* 

While the tower's shape constantly changes, the palace is 
really the only stable structure in town: all other buildings and 
roads are subject to construction or destruction at any given time 
[see 'Getting Around," below). 

hi . After crossing ihe wasteland of Avernus, (he PCs 
will most likely want to rest and replenish their rations and 
equipment. Fed free to let them sleep and purchase basic sup¬ 
plies (in suitable establish men is of Ihe DlVTs devising), but 
remember that the prime- material shops of Pis just aren’t as well 
stocked as their authentic counter])arts, and Thai the price of an 
hem depends cm its worth in a city of searing heal . 
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FIENDS AND NEIGHBORS 

Visitors Io Dis ran expect hi find a multitude of beings in the 
city. Most numerous are the fiends that walk and fly through the 
streets: hordes of leroures and nupperibos, a good many 
spinagons and abishai, and a smattering of other baatezu. Mosi 
of the humans and humanoids In town are traders, shopkeepers, 
or devoted supplicants - few nonbaatmi come so Dis without a 
compelling reason. 

Wherever she PCs go 3u the city, Lite most common groups 
they run lino are work crews oI petitioners, all slaving away at 
torturous, meaningless labor designed to break body and spirit 
[see “Gening Around," below). Most of the petitioners are 
lemures, bin many mm fiends who worshiped the powers ofBaa- 
lur toll in the crews as well. 


G€ + + I N G A R© U N D 

Neither Herfik the Sited! nor Flatten Thermit can do 
much to guide the PCs through Dis* as the city 
changes minute by minute. Petitioner 
work crews ravage the streets, razing 
and building structures and roads in an 
endless cycle of blisters and rubble. 

Hie slaves scream and bum, laboring 
at (heir tasks without tools or protection. 

Course, the lemures naturally heal I licit 
wounds through regeneration* and Dis- 
pater's “kind'' enough to allow nonfiend petitioners to 
heal wounds suffered from their loils as well (though his 
generosity doesn’t extend lo wounds caused by mher 
means - like a sword]. 

At any rime* a crew may stari to creel a new building in the 
middle of a mad. dosing off iravel down that street* or tear 
down an existing structure, thus opening up a new path. Roads, 
too, cat! he laid or destroyed, making the entire city a shifting 
maze wherein half the battle is just making if from one block to 
another. 

The constant const nut ion/destruci ton might lead a body to 
rule out walking as a means of travel, but in Dis it s the only way 
to go. Flight only attracts the attention of Id3 + 2 black abishai 
guards, who arrive in one round ro make sure the flyer isn'i an 
invading lunar*ri and then angrily pummel the berk back clown 
lo the ground hard. Teleportation's no good, either, unless a 
mage doesn’t mind raking: her chances appearing inside the 
burning iron of a newly built structure or under the crushing 
rubble of a collapsing kip. 

The map of Dis on the DM’s screen presents the layout at the 
time the PCs first enter the city. As they make their way through 
the blocks and head toward the iron Tower, the DM can roll 1 dG 
each turn and consult the table below to determine if and how 
the layout changes. Course, the DM can also devise Ins or her 
own method for altering the buildings and roads of the city. 


i ■ .mi i i i THACO 17; #AT 3; Dmg Id4/ld4/ 

ld4+l; AC 5; HD 4+1; hp 2b each: MV 9. FI 12 1C); SA poison* 
dive; SO regeneration* +1 weapons to hit; MR 30%: SZ L (8 feet 
tall); IN I average [8): At LE; ML average (10); XF 7.000* 

Spell-like abilities: change self, command . produce flame, pyro¬ 
technics, and sea re. 

Gate (once per day}: Mb lemures (60%). or Ic!3 abishai (30%). 

REACHING +HE T©WER 

T he ponderous Iron Tower of Dispa ter soars up front the city of 
Dis like an oak growing out oT an anthill, so painfully obvious 
that* for many residents, it just blends invisibly into the back¬ 
ground of daily life. No matter winch direction a body faces while 
in town, he’s staring right at the lower - ii seems to surround the 
city (uni sii in the center, all at once. More than one poor sod’s 
gone barmy trying to hike to its front gates. 

Fan Is, the tower's sheer presence is what stops most folks 
from gening there. Baatezu can teleport inside, bui others can't 

even get closer to the tower 


WHA + d® Y©U rtlEAN? 
THE +®WER'S 

mgh+ BEHIND +h®se BUILDINGS! 
H ©W L0N G C0ULD 1 + 
p® s s i b t y + A K E U S 
+ © GE+ THERE? 

— a visi+efc 

NEW +© +HE Ci+Y 


through teleportation. There's 
really only two ways a non- 
baatezu can reach the place: 
by clearing his mint! or clos¬ 
ing bis eyes. 



Du tmi i 
1 
2 

3 

4 

5-6 


Result 

Road ahead torn up, becomes Impassable. 
Road ahead blocked by new construction. 
Adjacent building razed* opening new path. 
Adjacent road completed* allowing access. 
No change* 


Cu AH votift Mt.Vfi: 

PCs must drive all thoughts 
of the omnipresent tower out 
of their heads. Each player character must tell the DM specifi¬ 
cally what else he or she is thinking about and then make a Wis¬ 
dom check at 10: success indicates that ihe cutter's able to urn 
think about the tower. After a successful check, a PC can then 
reach the tower in three turns of travel. ’Course* the mental con¬ 
cern ration is so intense that a body’s got to make a Dexterity 
check each turn or accidentally bump into a scalding structure* 
suffering UlR points of damage (successfully save vs. paralyza- 
tion for half), 

» ; it i , The PCs must lind a way to travel without 

spoiling the lower: closing their eyes, looking straight down, 
wearing strips of doth as a blindfold, etc, They can then reach 
the tower in three turns of travel; no Wisdom check is needed. 
However, each PC still must make a Dexterity check each turn or 
suffer Irl8 points of burning damage [again* successfully save vs. 
paralyzatlon Tor half). 

■ Even by clearing their minds or closing their 
eyes* the PCs won't be able to reach The tower until they've 
already traveled a certain distance through the city* Refer to the 
map of Dis on the Inside of the gatefold screen; once the PCs 
have entered ihe shaded area in the bottom righL corner of the 
map. they can try lo reach the tower, 

I he pit fiend Kriik already gave the 
party a clue about reaching The tower. Fla men Therma knows ihe 
secret, too, bui she announces that the party must figure it out 
for themselves - It's a "test of faith." If. after trying* they seem 
unable to gel there, she provides hints but still refuses to divulge 
the answer. 
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Herfik's been to Dis before, but he's never led any groups to 
Dtspaiefs lower arid has no idea how to get there- A group led 
by Herfik lor no guide at all) must rely on the hints from Kri'ik, 
or bribe the answer out of a city resident [assuming the berk 
knows and is willing to tell the truth, that is}. 

Trying to dispel illusions won’t help a PC reach 
the tower, because there's nothing illusory about the structure - 
it is what it is, anil that's all. 


w©rk ciuews 

As the PCs move through the streets of Dis - whether thevTc 
trying to get to the tower or just looking around - they should 
see (and hear) a good number of petitioner work crews const row¬ 
ing or tearing down buildings ami roads. They can also have any 
of the following encounters with such crews* Each crew below 
contains Id 10 + 10 Iemures. and if so indicated. td6 humanoid 
shades, all driven by a spinagon foreman. In each case, the 
spinagon acts wilh great bluster and bravado unless he s on the 
losing end of a fight, in which case he tries to escape. 

The laborers don’t listen to a word 
the PCs say, though the foreman might, if properly approached 
and garnished. 

Neither llerfik nor Therm a are of any use in 
avoiding the work crews; Therma even refuses to light the 
petitioners, as true supplicants of Baaior aspire to become such 
creatures. 

SW6P+ AWAY 

Wm hear a s nwiui like a slurping irurr uj \iitnr. ami suddenly (hr 
street ahead of you becomes Jilted with Iemures, us the molten, 
dripping fiends scramble toward you in u frenzied muss. Before 
sou i an react, they flow around ami through your group, 
threatening ft* \nrep rmi along in their fleshy rush, 

Behind the crew, a spin agon with a military fork is driving 
the iemures to their next work assignment [the crew’s movement 
rate is 5). Each PC must make a Strength check to attempt to 
remain where he stands; failure indicates that he's swept along 
with the crew for one round, at which time he can make another 
check to see if he breaks free. Alter three rounds, the crew 
reaches its destination. 

PCs cannot attack the Iemures while being swept along, bui 
may if standing free. Any attack causes the spinagon foreman to 
direct the crew to swarm over the offender, but a garnish of 200 
gp gets him ro call them off. 

miS + AKCN 1DCN + I+Y 

A* you puss a work crew composed of both misshapen and 
hu tu murid figures, you notice the spinagon foreman peering at 
ypw, *()y!~ he shouts, point! up at one of your 
group, “Back ro work, hunky, mid t mean now !" 

The foreman believes that one of the PCs is a 
member of his work crew trying to slip away by 
blending into a pack of other humanoids. The DM 
should choose the most plainly dressed PC as the 
so-called escapee - the one whose clothing most resem¬ 
bles the pour garments of the toiling slaves. 

The foreman demands the return of his worker; if 


the PCs just try to walk away, the spinagon directs his crew to 
attack the party and capture the "escapee." If the PCs try to con¬ 
vince the foreman of his mistake, the spinagon refuses to listen* 
muttering, , i s t , ,,, , t ■ However, he does 
accept a payment of too gp in gems or one magical item in order 
to let the PC leave without incident. 

BRINGING D©WN +H£ H©US€ 

You notice plumes of dust fulling from the ceiling. ami feel a hit 
of tt tremble in the floor. Before yon hear the first scream from 
outside, urn know wltot's happening: A work ereu> has set upon 
the building, intent on tearing ft apart stone by stone! 

Hits encounter can take place in any building except the 
Iron Tower, and could prove particularly interesting if the struc¬ 
ture targeted for demolition ban inn in which the party is sound 
asleep. If the PCs dorfi leave the building within three rounds, 
the place collapses around them, causing Id 10 points of damage 
to each. 

a h©+ Time 

As you walk down the street, a work creu of misshapen Iemures 
slops toward you. They spread out and surround your party , bur 
instead of attacking, start ripping up chunks of the road nil 
around you. screaming from the pain of the hoi iron. 

Each PC must make a Strength check to see if he can push 
through ihe blobhy horde; failure forces the sod to remain at 
"ground zero" for that round, suffering Id4 points of damage 
from the jagged, scalding stones haphazardly tom up and tossed 
around. Parry members who've broken free can stall the Iemures' 
destruction by attacking the fiends* in which case the spinagon 
foreman directs die mass to respond in kind. On the other hand, 
a bribe of 200 gp would get the foreman to rein in his crew until 
all PCs caught within are able to move out of the way, 

i i \ i THACO 19: #AT i; Dmg JdT: AC 7; IID 2; hp I l 

each; SA battle drive; SO regeneration; MV 3; SZ M lb feet tall); 
UNIT semi [2); AI LE; XP 120. 

H THACO 19; #A7 I; Dmg Jd3 (hands); AC 

10; HD 1; hp 3 each; MV 10; SZ M (6 feet tall); I NT average (81: 
AI LE; ML unsteady (5); XP 15, 

Si i THACO 17; #AT 3; Dmg. Id4/ld4/ld6 

[military fork); AC 4 ; HD 3+3: hp 22 ; MV 6 , FI 18 (C); SA flame 
spikes; MR 15%; SZ S |3 feet tall]; INI very (t 1): AL LE: ML 
average (10); XP 3.000. 

Spell-like abilities; affect normal flres, change seif command, 
produce flame, scare , and stinking cloud. 

Gate (once per day); ld3 spinagons (35^o|. 


ALL RIGH-K vsu ^o$ t HURRY UP 


and FINISH + EARING D©WN +HIS BUILDING 
s© +he ©+HER SLAVES CAN S + AR + 

PU + +ING i+ BACK. UP AGAIN! 

— <P U I + CH £ L, a SPINAG©N F®K£II1AN. 

+ * his W®RK CR£W 
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THE fUGI + IVE 

This encounter can be run ai any time while the PCs are explor¬ 
ing Dis, 

You pass an unusual crew oj petitioners - a large number of 
humans and humanoids, with no temurcs in the bunch - srnig¬ 
gling to lay the firry iron foundation of a new building. One of 
the Humans keeps harking bock at you as he grapples with the 
hoi, heavy stone, then suddenly drops the had and stumbles 
through the street toward von. 

*fot merty’s sake, help me! m he screams* " I'm alive, like 
youl / do«T belong here!’' The nwn fulls to the ground ami 
winces, his ripped rags poor protection from the burning heat, 

The man grabs at the PCs' ankles if they try to walk on, 
delaying them until ihe foreman - a comely ertnyes named 
Sauraphme - strides up to the party. She's charmed many mor¬ 
tals to Baarnr. where they're quickly made into petitioners and 
put to work in her crew. However, one laborer - Rubhio 
Finndeve of Wnterdeep, ihe man who rushed toward the PCs is 
truly still alive, having so far survived the horrors of Baator and 
staved off petitimierhood. 

"Come along* Ruhbio ." cons i/re winged woman, standing 
over the sobbing, crumpled man "Leave these nice mortals 
alone/' Sin put! ^ n brass rope from her belt , it lashes out - 
seemingly of its awn accord - entangles the man, and yanks him 
to his feet. 

If the PCs simply stand by and do nothing, San rap bine 
drags Finndeve hack to the crew, where he resumes his painful 
labor. 

IT the PCs intervene, the crinyes softly explains that * , 
icuif itnui ‘ mu in h;s in u. " and tries to lead Finndeve 
away. She becomes more hostile if the PCs offer resistance, 
demanding the return of her worker, or. failing that* a fair 
exchange: one PC willing to permanently replace Finndeve on 
llie work crew* Bound hv the rules of entrapment. Sauraphine 
can't force a PC to take Pinndeve's place: the exchange must be 
fully voluntary. Shell try to word the deal concretely enough so 
that the volunteer has no loophole through which he can escape, 
hut the DM might allow especially careful PCs to leave them¬ 
selves an out. if any PC does join Sauraphines work crew, the 
DM can decide the noble sod's fate, 

Another option is open to the party, though the crinyes 
won't suggest it first: purchasing ihe worker for a heavy price. If 
the PCs persist tn such a proposition* Saimqihine admits she’d 
accept 800 gp in gems nr two magical items In exchange Tor 
FInncleve‘s freedom - H ./■' * ..r. Ruirinv s such u .. . . 

If the PCs refuse to buy Finndeve or take his place in the 
crew, they can fry to kill SaurapJtine or drive her away; in battle, 
she tries ro charm a PC into lighting on her side, gating in re- 
mforcemcnts and teleporting away if necessary. 

ii Sauraphine lowers her price for Finndeve to 
500 gp if the PCs throw in their entire snick of spices. 

* ' the crinyes expects the PCs to he eager to join 

her crew - supplicants to Baator are supposed to dream of be¬ 
coming petitioners there, 

HerF'tk cares nothing for Finnd eve's plight; 
Therma believes that any PC who lakes his place'll he rewarded 
by the dark powers (though the joyful pain of the labor really is 
reward enough). 

: V ■ : IF the PCs free Finndeve and then leave him on 
his own, he's snapped up by another crew before he knows what 


WHEN SHE SAID SHE'D +AKE HIE 
BACK. +® HER PLACE. 

I +H0UGH+ niAYKSH.fi m E AN + 

SH AD©WDALE. 

— RUBBI© FI NNCLEVE, 

®f WA+E RD E E P, 

LURED +© DIS 
BY AN ERINYES 
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hil him. Fmndeves grateful if allowed to travel with the party, 
hut to he of much use he must first he Fed, healed, and equipped. 


Salkasulni: (Pl/9 ru/lSD 6+6/LE): 

THACO 111 MT l: Dmg td3+2 Uwmbktde +2); AC 2; hp 45; MV 
12, FI 21 [CJ; SA charm, Fean rope of entanglement; SD +1 weap¬ 
ons to hit; MR 30%; SZ M (6 Feel tali); IN I high (14); ML sLcadv 
(12); XP 7,000. 

Spell-like abilities: derm ImdsiMfry, invisibility,, locate object, 
polymorph self, and produce f ame. 

Gate (once per day): Uifl spiiiagoas (50%), or Id4 barbuzu 
(35%)* 

Rrmh\ Finno.£Vf IPh/ f u/TI/Ai/N): 

THACO 20: #AT 1; Drug KI3 (hands); AC 10: HD I: hp 2 (nor¬ 
mally 5); MV 6 (normally 12): SZ M (5 Feet tall); INT very (12); 
ML unsteady (5): XP IS. 


THE KING ©f DIS 


WELL, m®w. 

+ HA + 'S N© + exa 


|us+ N 


IF the PCs are acting as merchant representatives For Dermont, 
lliey may take their charge seriously and ask around about sel¬ 
ling up a spice tent in the markets; other traders or shopkeepers 
then inform them that they need to deal with "The king." bin 
provide no further information on the subject. 

The title is actually sell-prod aimed: The 
"king" is a Helling whose thugs bully the mar¬ 
kets oFBis and collect a share of the 
profits. The baatezu tolerate Iris 
posturing presence because lie 
does help keep order among the 
planar* in town, but the tiering — 
who goes by the name King Fkjj 
- suffers from an exaggerated 
view of his own importance. 

Six turns or so after nosing 
around, the PCs are confronted 
in the street by bashers from 
King Hejj’s personal guard. (If the party 
asked about King Ffejj by name - having 
heard of him from the sptnagon 
herders on Avernus - the 
bashers show up within only 
three turns.) 

A small band of tough-look ing bruisers 
seems to hr shoving its way through the 
crowds toward you. They approach your group 
f rom the side, and one turfy, bearded human steps forward: 

'You the cutlets tankin' lo set up a little business?* 

I I the PCs admit so, I he thugs Tour in al! - lead the party 
to a well-main tamed building in a prime-material block, the base 
from which King Hejj runs his game, (The hashers don't force 
any PCs who strongly resist, but they do make threats about the 
risks oi operating an “unauthorized” business.) 

The inside oj this building 's not quite as hut ns some of the 
other cases in town ; the walls are thicklv draped with charred 
lemitre skim , m/red with incense that reeks of orange peels. A 
slender but muscular firfling in block leather armor interrupts a 
discussion with five other hashers -- something about teaching a 
lesson - and a{!dresses you: "And what can you do for me?” 


If the party explains their situation. King Hejj demands to 
examine and sample the party's wares, after which he compli¬ 
ments their quality and offers terms for selling such goods in 
Dis: a ‘new business" fee of 500 gp, to be paid immediately, and 
a 60% share of the profits, to be collected at regular intervals. 

The party can negotiate the icrms: the tidling lowers the fee 
(to a minimum of 300 gp) in exchange for a greater cut of the 
profits (to a maximum of 90%). On the other hand, he lowers bh 
cur by 5% for each additional 500 gp added on to the fee. Dona- 
lions of magical items* weapons, and nonmetal armor may also 
entice him: IT compensated by LOGO gp worth of such items or 
equipment, the king goes as low as a 2GO gp fee and 40% share 
of the profits. 

If the PCs refuse to accept his terms, they're escorted 
roughly out of the building and left in the street. From that point 
on, no member of the party receives any service in a prime- 
material inn. shop, or market stall in Dis (word spreads quickly 
among the traders of King Hejjs displeasure with the party, and 
all traders wish to remain in the king's Favor). II the party later 
returns to see the king, they* re given new terms: double the Iasi* 
offered Fee and an additional 10% share of the profits. 

Once the PCs accept a set of terms and pay the Tee, I he king 
gives them a signed note of authorization to do business in Dis. 
warning them to keep it safe - another copyT1 cost another Fee, 
He insists on keeping ihe party’s remaining stock 
of spices (though protesting PCs can pay 
another 100 gp to retain one 
jar) and has his hashers escort 
the group hack to the street. 

"A pleasure thing business 
with you/' hr says, "Well be 
seeing you ntvjJ soon. " 

King Hejj and Iris bashers won t 
stan a fight with the PCs; at most 
they fry to throw Ihe party out. Rut 
if Ihe PCs attack* the thugs respond, 
as does the king, who first tries to 
cast a mirror image spdl to confuse 
the party with U14 + l 
duplicates of himself* 
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Min If the party’s posing as supplicants, 
ihey have no reason to ask around about settingup a spice 
tent. However, they still come to the attention of King Hejj. who 
feels that he’s as deserving of respect and worship as any 
baatezu. The bashers try to bring the party to sec King llcjj, who 
disparages "Fiend-lovers" and demands respect* obeisance, and a 
500 gp Tee far traveling through Dis, IF the party lacks sufficient 
respect or garnish, they’re attacked by ihe king’s thugs. 

if the party's not masquerading as either merchants or sup¬ 
plicants, they can still run into the king and his hashers. The PCs 
can witness the thugs extorting their cut From a hapless prime- 
material trader, or come eo rhe king's attention by asking around 
about a gate to Fortitude. 
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Ini: ouiuc: Herfik wants nothing to do with ihe negotiations 
or any resulting fights; his job was just to guide them to Dis. Ha¬ 
mm Therm a refuses to show respect to "an addle-cove who dares 
call himself king in the very shadow of our lord Dtepater.** 

DM urs; [f the party negotiates successfully and obtains 
an authorization to conduct business, they must get it back to 
Dennom in Ribcage lor it to do him any good. Ton at Shar hired 
the party to find the Jto/.y avenger and bring it to Fortitude, hut 
lawful PCs might insist on reluming to Ribcage to see Demon 1. 
If the PCs durfit suggest it, Herfik offers to deliver Lhe note to 
Dermont when he returns to Ribcage - for a 200 gp fee. 

The party may have allowed the spin agon herders on Aver- 
nus to fly a sample of spices ahead to King Hey. If the fiends poi- 
soiled the spices, the king — who discovered the tampering but 
thinks the PCs did it - threatens to kill the parry unless con¬ 
vinced of their innocence. If* on the other hand, the spinagons 
delivered the spices with no tricks. King Hcjj is impressed by the 
party's command of the baatezu, and negotiates terms more 
fairly. 

If the PCs ask. King Hejj can have a basher escort the PCs to 
a gate in the city that leads to Fortitude, However, ihat service 
costs an additional 300 gp. 

Km Hfjj (Pi,/ 5 i F/T7/W4/F : 

THACO 17: #AT l: Dmg ids + Type L poison [long sword); AC 3 
(leather, ring, and Dex bonus): HD 7; hp 27: MV 12: SZ M 16 feet 
toll}; INI exceptional (16): ML elite (14); XP 97S. 

Magical items: ring of prated ion +2, 

Spells (i/2): Armor* volar spray, sleep, mirror image, invisibility. 

HAsflhKS 19) IPl/vak hltmani£Md/F4/var/NE): 

THACO 17; #AT l: Dmg Id8 [scimitar): AC 7 (leather and shield); 
HD 4: hp 30 each; MY 12: SZ M [6 feet tall); 1NT low 16); ML 
steady (12); XP 120. 



B€+RAYAL 

This encounter should be run only if the parry's posing as suppli¬ 
cants and is being led by Flamon Therma. 

II the players have role-played iheir characters well 
throughout the game - as supposed supplicants trying to main¬ 
tain that cover - Therma should still believe that the PCs are 
what they say. However, if the party's given Therma any reason 
to doubi their devotion to the powers of Baator - most likely by 
being reluctant or unwilling to submit in the baatezu - she's 
ready to turn them over to the authorities in Dis. 

No matter what she thinks of the PCs, though, Therma heard 
lhe pit fiend Krfik's proposal to steal the holy avenger sword 
from Dispatefs tower [unless she’d been ferreted away from 
those meetings by a cautious PC, in which case she'd still be sus¬ 
picious of the parry). Therefore, she knows that someone is plan¬ 
ning to raid the tower, and she intends to raise the alarm in Dis. 


The only question, then, is whether she thinks the PCs arc pan of 
the scheme, or whether she thinks they're true supplicants who'll 
help her stop the theft. 

P • v or i m At an opportune moment, Therma slips away 
and describes the PCs to the first baatezu patrol she finds, claim¬ 
ing they're false supplicants out to loot Dispatcr's palace. The 
DM can decide how long it; takes the fiends to confirm and fol¬ 
low up an this information, but, some turns later, a militia finds 
and confronts the PCs, 

Farther up the street, t the crowds hurriedly part or mi ml crco - 
turvs pushing through, and you win it at the prospect of mare 
grotesque lemures coming to tear dawn some building or orirrr. 
/htr what emerges is a tall. bony osyiuth creeping quickly down the 
street, followed h v a mud jumble of rushing barbazu, “Halt there/' 
culls the osyhtfh, "Da not move. Hair!" The fiend's talking to you. 

IT the players flee, the baatezu pursue; the fiends, more 
accustomed to navigating the shifting streets of Dis. overtake the 
PCs in two Turns and ask the “supplicants” iheir opinion of the 
baatezu, 

Die osyliuh. Izca, recognizes the PCs from Thcrma's descrip* 
tion. No matter how the PCs answer, Izea demands they prove 
their obedience by slaying each other - now. If the PCs hesitate 
or argue - proving they're not true supplicants at all - the 
baatezu attack. The nsyluth and the barbazu gate in reinforce¬ 
ments and teleport away If necessary, but the battle shouldn't 
rage long: After a few rounds of fighting, a spin agon messenger 
from Dispater appears En the fray, 

M -S?apr rite spike-covered fiend, excitedly waving his 
arms, "/ bring a message from Lord Dispat er: The offenders are to 
he brought to the Iron Tower for interrogation , torture, and 
death!" 

Truth is, Dispater wants the PCs brought to the lower so his 
secret plan can proceed. The osylutli and a suitable number of 
barbazu each uy to take hold of one party member and teleport 
without error with that PC into the lower's Prison Globe (Area 3). 
Skip the rest of this chapter and continue with Chapter V, on 
page 46. If any PCs flee before being captured, the fiends pursue, 
taking Them alive by any means necessary. 

Turn; si i it i it ani s If Therma believes that the PCs 
really arc supplicants dedicated to worshiping the 
fiends and powers of Baator, she's sure they'll 
be just as outraged as she at the plan to 
steal the Holy avenger. 

Therma announces her inten¬ 
tion to warn a baatezu patrol 
about die plot and eanT be dis¬ 
suaded, If the PCs try to stop her, 
she brands them as vile trailers and tries 
to escape, attacking and raising a ruckus if cornered, Unless she 
is silenced within one round* the osyluth/baffoazu militia arrives 
on the scene three rounds later: if the PCs have already fieri, the 
fiends get descriptions from Therm a or pnssersby arid pursue, 
locating the party within five rounds. The resi of the encounter 
proceeds as in Part nr nu Scm mf . above. 

If the PCs prevent Therma from attracting a patrol, they 
must keep her subdued for the rest of their stay in Dis; the first 
Chance she gets, she tries to break away and alert the baatezu- 

On the other hand, if the PCs go along with Thcrma's plan 
to w:irn the authorities, they locate a patrol within three rounds 
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(again, Lht osyluih and barbazu). Once he hears ihe situation, 
izea iries to use charm person on i henna — the ostensible leader 
of The group - to find out all she knows about the potential 
crime [which should only be what she picked up from Kruk). The 
fiends teleport her into the tower for further questioning, leaving 
the “lowly" supplicants in Dis; the PCs can make their own way 
to the tower. They won't see Therm a again. 

IzF-A f hjd FO/HD 5/LE): 

THACO 15; #AT 4; Dmg Id4/td4/ld8/3d4: AC 3; hp 30; MV 12; 
SA fear, poison; SD + 1 weapons to hit: MR 30%: SZ L (9 feet 
tal l); I NT very (12); ML steady (12J; XP 7*000. 

Spell-like abilities: fly, improved phantasmal force, invisibility. 
and mil of ice. 

Gate (once per day): Id 100 nupperlbos (50%J, or 1d2 osyluths 
(35%). 


seen the elves before, if the party is slow to react, Khula and 
Naella drag Herflk oTf through the streets, describing the won- 
derfully cruel experiences they've long planned for him. Within 
two rounds, they all disappear from sight, never to be seen again, 

If the PCs fight for Herfik’s honor, the elves return the 
attack, struggling to the death. If the elves are slain. Herflk acts 
with greater loyalty to the PCs in all future encounters (but still 
Won't join them In Dispater's tower). 

Thoroughly focused t>ri revenge, the elves worrit 
be The first to suggest a trade for Herflk 1 s freedom, 

However, they do consider 
offers of anv of the fol- 
lowing: 


Bakhazii 11D4 + 4): THACO 13: tfAT 3 or l (weapon); 
Dmg Id2/fd2/id3 or 2d6 (glaive); AC 3; HD 6+6; hp 
31 each; MV 15; SA glaive, disease, battle frenzy; 

SD +1 weapons to hit; MR 30%: SZ M (G feel 
tall); I NT low (5); AL LE; ML st eady £ 12); 

XP 6.000. 

Spell-like abilities; affect normal fires, com - 
mend, fear (by touch], and produce flame* 

Gate (once per day); 2d6 ahishai 
(50%), or I d6 harhazu 
(35%). 
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Sknaoon: THACO 
17; #AT 3; Dmg ld4/ 

Id4/ld6 [military fork); AC 4; 

HD 3+3; hp 24; MV 6. FI 18 (Q: 

SA flame spikes; MR 15%; SZ S 
(3 feet tall); 1NT very (11); AL LE: 

ML average (10); XP 3,000, 

SpelMike abilities; affect normal fires, change self command 
produce fame, scare, and stinking cloud 
Gate (once per day): ld3 spinagons (35%]. 
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This encounter should be run only if the party is being ted by 
Herfik the Silent (though it doesn't matter whether they're posing 
as merchant scouts or not). 

On a previous mission in Baa tor. Herfik abandoned his 
clients — five elf Sensates seeking new experiences - when con¬ 
fronted by fiends hunting cm Avemus. Three of the elves were 
slain, but two were tortured and taken to Dis, where they've been 
marooned ever since. 

At some point while the PCs walk the streets of the city, one 
of the elves - Khula Chombrtee - spots the cowardly girhzerai 
among them. She and the other df, her sister Naella. follow and 
confront the group. 

A sinewy female elf in studded leather armor steps directly 
in front of you. "Hail, friend Herjtkf she says, nodding to your 
guide, ”5o good to see you again," Just them a second eff darts hi 
from the side , grabbing firm hold uf Herfik'$ arm. "Told you ue'd 
catch flit worm sooner nr later. Arcandor smiles on i*s today!” 

Herflk turns invisible, tries to escape, and sweam lies never 


JtNK: 

The elves accept no 
less than 2.000 gp, 
enough (they 
hope) to buy 
their way out 
of Baa (or. 
They care 
little for 
weapons, armor, 
or magical items, 
unless an item can 
transport them back to the Qutlands. 

Sen ; [f the party's posing as mer¬ 
chants, they can offer thdr spices, “sure to 
please even the most weary Sensate * 
Ilowever, the elves, greedy for the 
promised experience, demand the 
enitre stock or it's no deal, 

Em Throughoul the encounter. Khula and 

Nadia complain that they've long since lost interest in the expe¬ 
riences available in Dis. If the party tumbles to their boredom 
and offers to give them intriguing new experiences, the elves 
agree to let Hcrtlk go (but only for at least three experiences, and 
not until the satisfactory conclusion of each), 

St i Herflk‘s duty was to lead the PCs to Dis, He's 
returning to Ribcage without them, and the parry can try to con¬ 
vince (or bribe) the githzerai to lake the elves back with him. 
‘Course, the PCs must also convince the elves not to kill Herflk 
along the way. 

Khula Chumbkjq (Fl/ ? e/fs/S'/LN): 

THACO 16; #AT I; Dmg idG + l (speium); AC G (studded leather); 
HD 5: lip 42; MV 12; SZ M (6 feet Tall); INI very (12): ML cham¬ 
pion (16); XP 27Q, 

Magical items: gauntlets of ogre power (+3 to attack rolls, +6 to 
damage}. 

NahuaC hnMBRtck (Pi/9 tTte/S'/IN): 

THACO 18; * AT 1; Dmg IdB {short sword +2}; AC 6 (studded 
leather); HD 6: hp 29; MV 12; SZ M (6 lett tall): 1NT high (14); 
Ml. fanatic (18): XP 660. 


♦ 43 ♦ 


©P + I©NAI* CNC©UN + t=RS 


©U + SJD€ + H £ T6WER 


If the DM desires, the PCs can run into any or all of the following 
while wandering through Dis: 

A handful of 2tlf> supplicants (Pl/var h/O/Dg/LE). in a 
gesture of respect to the powers of Baator* strike themselves, tear 
apart their robes, and wail loudly for deliverance into the hands of 
the baatezu. If the PCs are masquerading as supplicants, the real 
supplicants call for the party to join their chanting and flogging. 

A befuddled band of adventurers from the Prime Mate¬ 
ria] Plane staggers through the streets, mistakenly Transported to 
Dis by an addled wizard who was supposed to send them to 
Shadowdale* The ld4 + 2 Clueless primes approach the party - 
mostly because the PCs aren't Fiends — and ask for directions 
"back to Mad Mondol's keep," (The primes won't join the party, 
but prefer to wander around looking for their wizard friend.) 

A group of 2d4 scholars from Automata [PI/ ’ g/O/FQ/ 
LN) follow petitioner work crews from one job to another* intent 
on observing, recording, and mastering The laws thai govern 
their construction/destruction assignments. When they spot the 
PCs, the Guvners approach The party with questions: Have you 
observed the crews? How and why do they operate? Have you 
dealt with any personally? 

Three spinagons* running a cheap-looking markei stall, 
try to interest the parry in several items: a "recent" street map of 
The city for 10 gp (useless due (o the eonstam renovations) a pair 
of "nonflammable" work gloves for 50 gp (they ignite upon their 
third contact with hoi iron), and a “magical" frog in a corked 
glass bottle that can commune with the Lower Planes for 100 gp. 
The frog's actually a Transformed quash, kidnapped from the 
ranar ri and magically imprisoned in a bottle that can only he 
opened (or broken] by a non fiend. If freed, the quasit assumes its 
true shape and attacks any sod standing nearby. 

THACO 17; #AT 3: Dmg Id2/ld2/jd4: AC 7; HD J:hp 19: 
MV 15; SA fear, toxin: SD regeneration* save as 7 HD monster* 
harmed only by cold iron or magical weapons; MR 25%: SZ T (2 
feet tall}; INI low [6); AL CE: ML average (10): XP 2,000. 

Spell-like abilities: commune (once per week), detect good, detect 
magic, and tai’is/MJiry (each once per round). 

A gang of 1 d4 + 6 barbazu prowling the streets in search 
of trouble "accidentally* knocks the PCs over, then demands 
apologies from Lhe party. If the PCs react calmly* the fiends also 
demand financial compensation for their inconvenience - 10 gp 
in gems for each. If the PCs react in a confrontational manner, 
ihe barhazu happily attack the party* teleporting away only if 
Four fiends are killed. The barhazu won't rjetre in reinforcements 
- that implies an inability on their part to finish The bank. 

: THACO 13; 0AT 1 or I (weapon): Dmg ld2/ 

ld2/Ida or 2rl6 [glaive); AC 3: HD 6+6: hp 43 each: MV 15; SA 
glaive, disease, battle frenzy: SD +1 weapons to hit. MR 30%; SZ 
M (6 feet tall); INI low [&); AL IE: ML steady 111): XP 6,000. 
Spell-like abilities: affect normal fires* command, fear (by 
touch), and produce flame. 

Gate (once per day): 2d6 ahishai (50%L or IdG barbazu {35%}. 


The party's goal hi Dis is to reach and gain entrance to Dispatcrs 
Iron Tower. If they haven't already teleported inside With a 
baatezu patrol, they must get to ihe tower on Their own (by 
clearing their minds or closing their eyes)* Once there* read the 
following; 

This close to the Iran Tower, \ m on feel like a flea standing at 
tin hast of o mountain - that is. a miring mountain of gray iron 
that constantly shifts from one massive shape to another. The 
rower's ringed br a 30-foot-high rock wait that seems a good deal 
more solid, fttfoued - in blood, apparently — with scenes of 
hunteru rii'torivs over the Utnar'rt, the sides of the wall slope 
slightly outward. making the lop wider than the bottom. Along 
the rap of the wait squat stone gargoyles, spread out every eight 
or ten feet, till around rite tower. 

©VER +HE WALL 

Dis pater’s magic prevents nonbaatezu from teleporting to the 
other side of the wall. If a PC tries to Fly or levitate over the top* 
several stone gargoyles (weighing 100 pounds each] spring tn life 
and attach themselves to the offender* causing him to plummet 
to the ground, whereupon they return to their posts (gargoyles 
keep piling on a PC until the combined weight finally brings him 
down). The gargoyles don't attack or defend themselves against 
attack - their sole function is lo prevent visitors from flying over 
The top of the wall. There are 80 stone gargoyles perched on the 
wall around the tower; inflicting 30 points of damage to AC -1 
destroys a gargoyle. 

The PCs can climb over The wall; ihe stone gargoyles can 
support a rope and won't attack a climber. However, as before, 
the hot iron burns skin* cloth* and leather, and heals metal 
armor. What’s more, the outward slope of the wall Imposes a 
- 20% penalty on all climbing checks. 

IF the parry takes longer Than six rounds to get over The wall 
[or four rounds if any gargoyles come to life)* the cornu go ns 
from the gatehouse confront them as in "Through Ihe Gaic- 
house*" below. 

THRfflUGH +HE GA + E H © U Sf 

If Urn PCs walk around the wall, they find a single gatehouse 
leading into Lhe courtyard around the rower. Four eornugon 
guards block the entrance; the leader, a by-the-book (lend 
named Baa lug. confronts the parry and demands to know Their 
intent. Actually. Qispater already knows of the party's presence 
and why they've come, and has instructed Baalug to Ict ihe PCs 
through the outer wall - after putting on a good show* nf course. 

If the parry shows Raafug a pass oF safe conduct 
from Baron Parses* the eornugon destroys it with a bolt of flame 
from his palm [using his produce flame ability), also inflicting 
I c)4 + ! points of damage upon the pass holder* H. , y,v •< 

• • 1 ■- »i the fiend states calmly. 

The parry may choose to attack the comugoits. an 
unwise course of action at best. Although ordered by Dispater to 
let the PCs through* the guards weren't required to lei them 
through ini act. and may seriously wound the cutters before 
offering a chance for surrender, (fact is* rhe guards may even kill 
a cutter or two, since they weren't required to let them all 
through.) The guards gate in reinforcements if necessary; any 
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PCs who do surrender arc teleported into the tower as prisoners 
and left in the Prison Globe (Area i), 

VU t One of the other three comugons teleports 

inside with a sample of the spices, returning five (urns later with 
a simple message; ' • If the party has no 

spices left, they need to convince Baalug of their intention to 
trade in the city and desire to seek permission from (or pay 
respects to) Di spa ter. 

Si *: I he party can beg for an audience with Dispa - 

ter In order to better worship his magnificence. Baalug insists 
that they first demonstrate their methods of worship to him so 
that he may judge their worth. If the PCs make appropriate obei¬ 
sance - greatly amusing the comugons - they'll he let through. 

DM If the PCs were led to Dis by IHerfik, the guide 
leaves the party at the gate and returns to Ribcage. 

CoRNMiuN (4J IPl A r AJS it- [ID 10/1 Xh 

THACO 1 1: tfAT 4 or I + weapon; Dmg Id4/ld4/ld4 + l/1 d3 or 
ld3 (tail] + Id6 (spiked whip) f+6 Strength bonus); AC -2; hp 48, 
55, 62, 70: MV 9, FI I B (C); SA fear, woutiding, stun; SD regener¬ 
ation, +2 weapons to hit: MR 50%: SZ L (9 feet tall); 1NT excep¬ 
tional (16]: ML elite (44): XP 10,000, 

Spell-like abilities: detect magic, ESP * lightning bait |3 limes per 
day), produce flan re, pyrotechnics, and wall office (once per day). 
Gate leach once per day): 2d6 harbazu (50%). or 2dB abishai 
(35%), nr Idi comugons (20%), 
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Once the PCs have dim bed over the wall or made it past the 
guards* a short, rubble-strewn courtyard is all that lies between 
them and the ever-shifting tower. While (here aren't anv obvious 
doors or entrances leading into the tower, the party can get 
inside in one of three ways: 

W.m K.M> I'-' -iir M arty visitor to the tower indi¬ 
cates that she's concentrating on DLspater's mag- 
n(licence (and makes a successful Wisdom 
check), she can simply walk right through 
the wall of the tower* appearing in the Pit 
of Patience (Area I) no matter where the 
tower was breached. Any being o('lawful 
evil alignment suffers no damage 
from passing through the 
scorching iron: however, 
those nl neutral align¬ 
ment suffer ld8 dam¬ 
age. and those of good 
alignment suffer 2d8 
damage. A being of 
chaotic evil alignment can4 pass 
through the tower in ihis manner at 
all - a magical safeguard designed 
to prevent tartar ri from getting 
inside. 

The cornu go n guards can 
tdl the PCs about this 
method of entrance for a 
price: 200 gp in gems. 

'Course, if the party previ¬ 
ously bypassed the guards 


by climbing over the wall, the comugons now confront the party 
(as in "Through the Gatehouse"). 

This method only works one way: the PCs can't walk back 
nut through the wall. 

Carved into the outer surface of the tower is a 
continuous tableau of various greater baatezu gleefully torturing 
mortals, making it possible for a skilled PC (or one using a heat- 
resistant rope) to climb up the ridged iron. About 60 feet up* a 
small ironwork ha Irony opens onto the City Vista (Area 2)* and 
PCs can emcr the tower at that point, 

Df course, climbing a tower that constantly changes its 
shape is quite hazardous. Every other round, the tower melts and 
reshapes itself into another form* and any PC attempting to 
climb it must make a successful Dexterity check or fall to the 
ground (suffering Id6 points of damage for every 10 feet fallen). 
As In “Dyer the Wall," any PC who iries to fly or levitate to the 
balcony gets yanked back down by the stone gargoyles. 

The hot iron of the tower also causes the usual damage to 
skin and other materials. 

If the PCs ask, the comugons offer to tele¬ 
port the party into the tower for a small payment from each PC: 
200 gp in gems or one magical item. Two comugons (including 
Baalug) remain in the gatehouse at ail times* so tire two fiends 
free to teleport will probably have to make several trips to 
move the whole party. The PCs arc (eft in the Pit of Patience 
(Area 1), 

The two comugons can also fly nondimbers up to the visi¬ 
ble balcony for a somewhat more modest charge from each: 100 
gp in gems or one magical item, Again, each fiend am only take 
one person at a time. 

However, if the PCs climbed over the outer wait of the tower 
(an unlawful act)* the comugons charge more for their services: 
300 gp to be teleported* 200 gp to be flown. 
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Having gained entrance to 
Dispa ter’s dreaded tron 
Tower, the player 

characters arc free to explore the various, locations laid 
at their feet by the magical flower of hates* Powers 
willing, they'll survive the lower’s insidious assaults 
on mind and body and recover ihe stolen holy avenger 
sword Guardian* Bur they may also discover that things aren't always what they 
seem, and find out the hard way why a body should never bargain with a fiend, 

DM ' it no longer really matters whether the PCs arc posing as merchants 
or supplicants, and the puny must navigate the rower without a guide; therefore, the 
Mergi vm. Sirmir.wrs, and Tm Guide sections no longer appear* 
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Depending on 
how the PCs 
got into tiie 
Iron Tower, 
they start this 
chapter in one oFthree 
possible locations: 

hu F » p , , i (Af’t 11: The PCs begirt here it they concentrated on Dispa- 
refs magnificence and simply walked through the outer wall of the Lower, or if they 
bribed the romugon guards to teleport litem into the tower. 

Cm Viv i V ; a I); The PCs start here if they climbed the tower to the open 
balcony or bribed the cornugon guards to fly them up, 

P : i lh i v i \k 3f The PCs begin here if they were captured by a baaiezu 
patrol or the cornugcm guards and then teleported into the tower as prisoners. 

In order for ihe entire party to travel through the tower, they all must start in 
the same location [Kri'ik did warn them to stick together). However, ifs possible for 
some of the PCs to walk .into the Pit of Patience, while others climb nr are flown up 
to the City Visia. Whichever group has the flower can move around in the tower, but 
the others might remain stuck in their starting location. To prevent this, the DM can 
have an erinyes, aware of Dispateris plan, appear in the City Vista and offer to tele¬ 
port the PCs to where the rest of the party members wait (for a price, of course), 
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Dlspaicr likes to shift the outer appearance of his Iron lower, but he lets the inside 
remain fairly constant; most of the rooms keep their shapes, all squeezing 
magically into whatever new form the tower takes. Technically, the tow¬ 
ers nor infinite, but at a grand height of 999 miles ii might as well be, as 
far as the party's concerned* 

Hach room in the tower's isolated from the others with no doors or 
tunnels of any kind connecting them* Physical paths just aren't needed; 
must baatezu can teleport from room to room whenever they feel like it, 
A ncmdepqrtcrcan stilt get around, but it's a lot trickier and a lot more 
dangerous* Spells or magical items that let a PC walk through solid material won’t 
necessarily help - the user might leave one room only to find that the 
next open space is through many miles of iron. Spells or hems that relo¬ 
cate a FC from one place to another mighi materialize the user in solid 
iron or over a bottomless pit — especially if she isn't familiar w ith the 
Intended destination, 'Course, a body can still cast a /deport spell or use 
a cubic gate to leave rhe tower at any lime. But the besi way to get around inside Is 
by using a flower of holes (see below]; the PM can determine the success of a party 
1 raveling by any other method. 
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Because llit* entire tower is magical anti steeped in a lawful evil aura, spells like defect 
vvih detect magic, and detect alignment fur items that duplicate such effects) worth reveal 
anything other than the overwhelming aura of the lower. No specific object or individual can 
be identified or ruled out as □ source. What's more, the lower and everything in it easily with¬ 
stands any dispel magic attempt. 

If the party obtained (he enchanted amnr of direction from Grimhrech Slonehammcr, they'll find that it, 
too. Is useless. Even if it points toward a certain wall, the party's method of transportation won't necessarily 
take them to the area that lies beyond the wall. 


Most of i he palace is made 
of rhe same scalding iron as the city of Dis* 
and FCs are subject to the same hazards from proxim¬ 
ity and contact. "Hie Hoots* however, are cool enough to 
walk on, as long as a body's wearing hoots or stipes. 


THE fteWER ©f H © Lf= S 

Occasionally, supplicants* petitioners, and other ntmbaaiczu have a legitimate reason to visil the Iron Tower, 
and i he fiends within dour often have the inclination to play chaperone to the mortal sods. Thus, Dispa ter 
allows one official means by which visitors can move from room 10 room: the flower of holes. 

Each black flower* grown from the distilled spirit of a petitioner unfit for the work crews* sports twelve 
petals. On each petal is a small, red mark - a symbol for one of the rooms in the tower. The petals net much 
like portable holes: however, a body can step through a hole and instantly be transported to the morn desig¬ 
nated by the petal's symbol Thus* a visitor can be given a flower that allows him access to certain rooms in 
the tower. 

Here's bow it works: First, a body plucks one of the rubbery petals from the flower, which causes rhe peti¬ 
tioner's spirit to inhabit that leaf. The black petal immediately begins m grow, becoming a four-foot wide circle 
in two rounds. Then* the visitor just slaps die petal against a wall ceiling, or floor - any solid boundary of the 
room large enough to accommodate it. It sticks in place, and for the next two rounds opens a passage: Any¬ 
thing that goes through the hole ends up in the room represented by the petal's symbol Hie hole only allows 
one-way travel: after two rounds It disintegrates* sending the petitioner's spirit back into the flower. 

The spirit can only inhabit one petal al a time; a traveler can 1 ! pluck another petal until the first has 
grown and disintegrated (whether it's used for passage or not]. Once all twelve petals have grown and disinte¬ 
grated* the spirit moves into the center of the flower* turning it Into a thirteenth petal inscribed with the sym¬ 
bol For the garden (Area IG), When that final petal is plucked* It grows into a hole that provides access to the 
garden. From there, a fiend usually teleports the visitors out of the tower — once a herk's used up his petals, 
his visit's over — but the PCs can get their hands on (mother flower that’ll take them to more rooms. 

A flower of hales can be damaged by magical (but not physical) means. However, the petitioner's spirii 
within ean'i be communed with, summoned* or driven out before the flower's used up, 

THi PAR + Y’S H®WCK 

One turn after (be PCs enter the lower, the crystal sphere enclosing their flower melts away. The plant slowly 
opens* revealing its twelve petals and their room symbols: the Torture Chamber, the Skyscape* the Cavern of 
Flight, the Ring of Gates, the Endless Spiral* the Skin Bubble, the Library, the Prison Wedge, the Hall of Dark 
Reflection* the Maze, the trinket Hoard, and the Heart, (The inside of the DM s screen shows a representation of 
each room and its associated symbol: the DM should draw the twelve symbols for rhe party.) 

At this point, the PCs can pluck any petal and use it io begin their journey through rite tower. They start in 
one of three locations* and their flower lets them travel to another twelve. Once the flower's used up. the PCs 
can reach another location — the garden. There, they can inscribe a imr flower with any of the symbols they 
already know or two others they discover along the way. Thus, the PCs can explore a total of eighteen different 
areas of the tower (three starting rooms, thirteen rooms with rhe first Flower, two more with the second), 

DM Non v Feel free to create additional rooms for further exploration — alter all the tower is 999 miles 
high* Just be sure to let the PCs also discover the symbols for those rooms so they can inscribe them onto a new 
flower, or let the party simply find a flower that's already been Inscribed. 

If the party didn't gei a flower from KriTk or didn't bring it into the lower, they should find one in their 
starting Incat ion (as ordered by Dispater, who watm the PCs to be able to move around). 
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Below are the descriptions of the eighteen possible rooms that 
the PCs can visit. Each room is represented by a unique symbol 
(round on the DM's screen). The DM should always have the 
symbol fora room appear somewhere within that room — carved 
on the walls, ceiling, or floor - as a due to help The PCs figure 
oui how they're getting around. 

I hi I 1 ni m i : Sods who walk through the wails of the 
tower end up in this holding area, where they stew until the 
fiends are in the mood to grant an audience - which ain’t often. 
The floor of this wide, rectangular room is Uttered with 
skeletons, s amr dressed in tattered cloaks, some so gray /rr/Ji age 
that thryt'rr crumbling to dust. Many of the skeletons seem to 
have collapsed itt mid combat, their bony fingers eternally locked 
around each other's neck horn The ceiling tapers to a point at 
least siiiv feet above. 

The floor is so completely cov¬ 
ered with skeletons and loose 
bones that the PCs must clear 
them aside if they want to 
place a petal-hole on the 
ground. Spinagons have long 
since cleaned the bodies of any 
useful items, but investigation 
shows that one skeleton wears a 
necklace [a necklace of strangulation - 
the cause of its demise,) 

if teleported in by the cor- 
nugon guards, the PCs are told. 

"Wait here — someone'}! hr 
r ' ^ • i di However, no 

one else arrives no matter how long the puny 
waits. The access through the tower wall is one-way; even if the 
PCs walked in through the wall, they can't leave through it, 

• Greater baatezu meet here to work out the details 
of the continuous urban blight in the city of Dis; the small 
room's a handy place to coordinate the work crews, and the bal¬ 
cony provides a good view of the streets nearest the tower — and 
a way out. 

A narrow balcony of Ornately can ed Iran juts out from the 
tower here, connected to a small room whose walls are pa pc ted 
until htown-itp maps of sections oj the city, rosters nj work 
crews, mid reports of the various hums' progress — or the am us¬ 
ing lack of it. Strangely, none of the parchment seems to burn, 
despite being hung to r the smoldering mm nulls. 

The large maps can he removed by The PCs and used as pro¬ 
tective wrappings against the towers heat. If the PCs are tlown 
up to this mom hy the cornugon guards, the [lends fry to entice 
them to add their names to the work rosters (more as a joke on 
the crew supervisors than anything else). 

! • t! This is just one of many rooms devoted to 

detaining prisoners awaiting interrogation, punishment; nr The 
dead-book. 

Pure, unblemished whiteness surrounds you like u *mnrv 
sheer norhing hit r an endless lack of color as far as von can see. 
Your boats verm to stand on solid ground* hut your ryes Insist 
you’re floating in nothingness. 


Fhe PCs are actually in a perfect white sphere, ten yards in 
diameter, that revolves undetcaahly as they move [in any direc¬ 
tion), simulating infinity. Any thrown objects disappear into the 
ivory haze, ending up in tile Trinket Hoard (Area 14). The PCs can't 
reach the globe's tup or edge, hut they can always touch its bottom 
beneath their feet and place a petal-hole there. PCs who inspect the 
"ground* closely find a minuscule carving of the mom’s symbol. 

If the PCs are capiurcd and brought licre hy baatezu* the 
fiends laugh before teleporting away, 1 

he flayed in just a few minutes or was I hat a few centuriesV 
id u t' " Course, no fiend ever comes for the party. 

When (he PCs land in this room, read the 

Following: 

Cruet instruments nf torture crowd tins bhad-spattered 
room, and everywhere thick chains hang from the celling and 
walls tike monstrous iron weh\. Two dead or unconscious 
humans ore held limp j/f horrid devices lined with screws and 
Made*. Suddenly, chows (ash out from tin 
waits and slither all around you! 

Each PC must make a successful sav¬ 
ing throw vs. paralyzation at -2 w 
evade (he magical chains. Failure indi¬ 
cates (hat The chains bind the PCs 
wrists and ankles and pull his body 
taut in four directions at once; 
ail armor and equipment wriggles 
off the bound sod like snakes and 
collapses m a heap in a far corner 
of the room. Any PCs who 
make the save are ignored 
by the chains and remain 
free, However, ihev can’t 
free their captured comrades 

by any means short of a wish spell. 

Only the two humans in the torture devices know how to 
free sods who get strung up in the chains. Supplicants ofBaator 
who accept and enjoy their anguish, the humans are sure the 
baatczull grant them wishes for their fealty. They’ve heard their 
fiendish torturers use the command word eaxalpo to release other 
prisoners from the chains, and they’ll reveal ihe word to the PCs 
- If persuaded to do so. The party can learn tire word by con¬ 
vincing the humans that ihe PCs are disguised fiends testing 
their obedience nr supplicants on a special mission for Dispater, 
or by making any other persuasive argumeni ihe DM wishes to 
allow. Netiher garnish nor physical coercion works. 

If asked, one of ihe supplicants has also heard that the 
stolen holy avenger is extremely well protected, and knows thai 
the flower of hales eventually takes its user to where "all flowers 
come from,* 

ITlhe PCs have already visited ihe Heart [Area 15) and killed 
it. one of the supplicants is dead. If ihe PCs search the other tor¬ 
ture devices before leaving, they find manacles that still contain 
a severed hand wearing a ring of animal friendship (12 charges). 

This exposed platform near the top of the tower 
allows D is pater ro view his entire layer at once, including the 
city of Dls far below. 

/his transparent half-circle sticks out from the side of the 
tower nu obscene height offering you a heart-stopping mew of 
the turbulent die almost a thousand mites below. Then your 
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bmiti-htkv kich int The city down there is infinite, and yet you 'it 
looking ut the whole blasted thing at once . . . 

Each PC musl make a successful saving throw vs. paralyza- 
rion at -2 or be stunned into catatonic motionlessness for ld& 
turns by the impossibility of the sight. Any PC of lawful align¬ 
ment who makes the save permanently gains 1 point of Wisdom, 
Any berk who steps off The platform {which has a diameter of 20 
yards and a radius of 10 yards) plummets like a stone. 

If foe PCs are eager to gei into a good scrap* a bar- 
bazu tdepems onto the Skyscape and, surprised to find mortal 
visitors, rushes to the attack. Of course, PCs can't fight if 
stunned, and the size of the platform limits their attack methods. 
Note that the barbazu can t fly and. if in danger* Teleports away 
rather than gate in reinforcements. 


THACO 13; #AT 3 or 1 {weapon); 

Dmg Id2/1d2/ld8 or 2d6 Iglaive); AC 3; 

HD 6+6; hp 40; MV 16; SA glaive, disease, 
battle frenzy; 5D +1 weapons to hit; MR 30%; 
SZ M [6 feet tall); INT low (7); AL LE; ML steady 
(12); XP 6,000. 

Spell‘I ike abilities; affect normal fires, 
command, fear (by touch), and produce 
fame , 


intensity as the rest of the hot iron. As the PCs walk around the 
ring, a spinagon returns from a harvesting expedition to the 
Gray Waste. 

Oar set of gems \n the wall nearby begins to glow, ami the 
circle enclosed' by ilie stones sliotcs a gray, desolate landscape. 
Suddenly, a spinagon steps through the circle . a bulging sack 
slung over his shoulder. 

Ti\e spinagon, Memoaia, is so surprised to see the party that 
he doesn't do anything for a few seconds. The PCs can attack 
him. talk to him, or try to dive through the open gate before it 
doses (three PCs can make it through, though ihey'U be trapped 
on the Gray Waste; Memoam accepts 500 gp in gems or two 
magical items to reopen the gate). 

If the party attacks him, Menioata hurls the sack (a bag of 
holding] at the PCs and jumps back through the gate just 
before it closes. The ldb + 8 lar¬ 
vae within spill out and attack 
the party until slain. 

if not attacked, Memnatas 
willing to answer yes-or-no questions for 
1QG gp in gems each. He knows how foe 
flower of holes works and where the 
stolen holy avenger is kepi, but has little 
knowledge of the various gates in the 
room and possesses no more 
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i fin v. 'iwiitli • ■ i : The baaiezu that can fly 
often come to this vast chamber to stretch rheir 
wings and practice aerial maneuvers a mu nil the rock 
formations that float here. 

Tltis area resent hies a monstrous underground cavern - c m* 
ily ti thousand yards wide, with no apparent roof nr bottom. 
Do/xns of large, rocky clumps hang frozen it r midair throughout 
the dark cave, you're standing on a format tun not fat from the 
care s wall, where you can spot a small platform from some¬ 
where above, inhuman shrieks echo in the gloom. 

Six rock formations Lie between the PCs and the platform 
[where they can attach a petal hole to the cavern wall): leaps 
from one to the next require successful Dexterity checks. When 
the PCs reach the third rock. HJ6 + 4 shrieking vargouilles 
descend, attacking until slain, A PC who leaps while being 
attacked makes his check ai a -4 penalty. 

Any sod who fails his check slips into the bottomless void 
unless he concentrates on Hying and fails a subsequent Intelli¬ 
gence check, which then allows him to “swim" through Lhc air at 
half his normal speed. A PC who makes his Intelligence check 
can't accept the possibility of flight and continues to fall; if not 
rescued, he later rejoins the party by crashing through the ceiling 
of another room [as determined by die DM), receiving 2d 10 points 
of damage. 

. THACO 19: HAT 1; Dmg 1d4; AC 8: HD 

1+1: hp 7 each; MV FI 12 |B); SA poison, tear; SZ S (head with 
3-foot wingspan); INT low (6): AL NE: ML average {9): XP 650. 

/. h ; . U: Whenever a fiend must undertake a mission 

outside of Baa lor, he comes to this room, where hundreds of 
gates provide pathways to and from other planes. 

This curved hallway forms a perfect ring; small gems have 
been embedded in both trails to outline hundreds of differently 
sized circle**. 

The gems can't be removed, and they hum with the same 
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gate keys. If the party waits 
until the gate doses and then 
tries to attack Memoata, the 
spinagon dumps the larvae on the PCs and immediately tries to 
gate in reinforcements. 

Mgmuata IPlf' t i./HO 3+3/UEfc 

THACO 17; #AT 3; Ding Id4/1d4/ld6 (military forkj; AC 4: HP 
3+3: hp 23; MV 6, FL 18 (Q: SA flame spikes: MR 15%: SZ S [3 
feet tall); INT average (8); ML average (8): XP 3,000. 

Spell-like abilities: affect normal jrre$. change self command* 
produce flame, sea tv, and stinking cloud. 

Gale (once per day): 1 d3 spi nagons (35%), 

THACO 20: f-AT 1; Dmg 1d4+l; AC 7; HD 1-1; 
hp 5 each: IUV 3; SA wounding, disease; SZ VI (5 feet long); INI 
semi (2); AL NE; ML unreliable (2); XP 35. 

Fiends looking lo have some fun often pluck a 
long-suffering sod out of ihc Pit of Patience (Area t) and drop 
him here. 

Von nr standing on u spiral staircase that affixes away hath 
upward and downward. The stone steps ntr wide and well-main¬ 
tained. From above came soft whispers:front below, the sound of 
running water. 

The stairs magically fold back in on themselves; whether the 
PCs climb or descend, in three funis they always end up back at 
their starting point. However, the physical appearance of ihc 
walls and steps changes, so the party's eyes tell them they're 
making progress. What's more, the noises always sound like 
they're just around the next few turns. 

IT the PCs leave an object behind while climbing or descend¬ 
ing, they come across it again in three turns. At any time, they 
can use a flower petal on either wall to leave foe staircase; how¬ 
ever* a petal won't stick io the steps, as they're nor an outer 
boundary of the room. 
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'a hf 1- kirtit : Tills living prison is used to 
restrain those whose offenses have earned them 
more than simple confinement. 

Hie surfaces of this small empty cube seem fa for made of a 
seamless brown material. However, before you can take a step, 
the watts, ceiling , ami floor ail constrict and shrink around you , 
wrapping your group in u warm, rubbery second skin * crusfofng 
your bodies together into a single, muddled knot 

The amorphous bubble relentlessly tries to mold itself 
around I he shape of the PCs' bodies; they can breathe through 
the skin but not see through it* Neither weapons nor fire can 
harm the skin, which seems to ooze beads of sweat, and offen¬ 
sive spells may be dangerous in such fight quarters. 

In order to escape, the PCs must clear enough room to pluck 
and grow a petal-hole* They can do this by inflicting at least 30 
points of damage on the skin from cold-based attacks, which 
makes it expand in pain for three rounds. Alternately* three or 
more PCs can push against the skin fn different directions, hold- 
ing it apart long enough for another PC to form an escape hole. 
(The DM can require the struggling PCs to make a single Strength 
check or make one cheek per round, or devise another method pr 
determining their success.) 

| The pit fiends in the rower maintain a vast collection 

of dark research and reference materials, all stored in orderly 
fashion in this room. 

Each wait of this octagonal chamber's a bookcase that rises 
up higher than you can see, fitted with tomrs whose htach spines 
are etched with strange markings. Several books tie scattered 
about an a block uf iron in the middle of the roam , 

The PCs can't decipher the markings in most books; spells 
like read magic, dispel magic, and erase cause the targeted page 
to expand and wrap around the reader, inflicting Id4 points of 
crushing damage per round and suffocating the sod in four 
rounds. Three PCs working together can pull the page off the vic¬ 
tim* hut only if they each make a successful Strength check. 

One of the books on the block contains what seems to be a 
blank page* Any PC who specifically examines the page should 
make an Intelligence check* with failure indicating that the PC 
can see the symbols for five rooms in the lower: Hie Pii of 
Patience, the Skyscape, the Ring of Gates, the Head of Blades, 
and Dispater's Study. The DM should draw the symbols for the 
party (without, of course, revealing which rooms they designate). 

If the PCs search ihe shelves for two turns, they find several 
books written In a familiar language; biographies of each cutter's 
entire life, continuously updated as new events occur — the 
words materialize on the pages. The current last line of each 
book details ihe finding of the book itself* 

At some point while the PCs are in the library, a barb-cov¬ 
ered hamatula named Bok teleports in to conduct research* As 
soon as he sees the party, tie attacks. However, tf given a garnish 
of 500 gp, he allows the PCs to leave - as long as they du so 
immediately, 

Bok (Pl/J fu/HD 7/LE); 

THACO IT; MT 3; Dmg 2ei4/2d4/3d4; AC 1; hp 45; MV 12; SA 
fear* hug; SD a-1 weapons to hit: MR 30%: S7_ M |7 Teei tall): INT 
very [12); ML fearless (19); XP 0*000. 

Spell-like abilities: affect normal fires, hold person, produce 
flame, and pyrotechnics. 

Gate (once per day): 2dG abishai (50%), nr I<14 hamatula (35%). 



i 1 !’-• ■ V ' Like tile Prison Globe (Area 3), 

tills triangular mum’s used to detain captives. Two 
hound archons taken in a raid on Mount Cclestia are 
imprisoned here, along with a tanarri (a marquis cambion) 
permanently changed by Dispa ter into the form of a hound 
arch on to see what effect it might have on the ca mb ion's nature 
(none so far). 

The three sides of this roam each hold a prisoner u muscu¬ 
lar humanoid with n (loglike head. Each captive is hound oat by 
chains, but by four black serpents - the hissing heads are lushed 
tightly armtnd the prisoner's wristx and ankles, the thick bodies 
arid tails burrowed deep into the walls 

Each prisoner begs to be Freed, but warns that one of the 
other two is a tanar ri. The PCs can question the three in an 
attempt to determine which is which; the lawful good arcbons 
always speak the truth* whereas the chaotic evil cambkm may lie 
as he pi cases. While chained, the prisoners put up no resistance 
to attacks, but the PCs gain no experience points from killing 
them* (The archons have AC 1 and 38 hit points each; the cam- 
bion has AC 2 and 40 hit points.) 

The snakes restrain lhe prisoners and block lheir spell-like 
abilities. The PCs can’t pull the serpents from the wall or untie 
their heads [though they risk ldG biting damage and Type B poi¬ 
son if they try the latter). However, the PCs can sever a snake 
with +2 or better weapons (by inflicting 20 points of damage to 
AC 5), or dissolve it with holy water [using one full vial per ser¬ 
pent). In order to free a prisoner, the PCs must destroy all four 
serpents restraining him. 

Any freed prisoner use their regained teleportation abilities 
to leave the tower, offering to take one or more PCs with them. 
The true hound archons return to Mount Celestia, but the cam- 
bion heads for rhe Abyss. The DM can decide the fate of anv PCs 
who accompany a freed prisoner. 

■ : w . ; i Berks who irritate the baatezu often 

get dumped in this chain her to get a firsthand look at one of 
their possible futures. 

This long, dank hallway dead-ends at a wall that's cam 
ptetdy covered with a re/7retir e surface. The figures looking hack 
at you in the mirror hardly seem likt you* awn, so buttered are 
they by the rigors of the guest. Suddenly, a vrimsun pit fiend 
appears behind the figures ru the mirror - he must be standing 
right behind you! 

No baatezu actually appears in the hallway with the party* 
and the pit fiend in the mirror can't harm them, but the image is 
starling nonetheless. 

“Hiya, JJaggacs!" laughs the fiend in the minor, though you 
can 7 for sure if he‘s talking to van or war reflections. "Ready *a 
have some fun? 01' Zaggutch 11 teach ya how to have a real good 
time r 

With that, the fiend tears the party’s reflections to hits with 
his claws and teeth. The carnage lasts five full rounds, but even¬ 
tually the reflected PCs are slashed to ribbons, and Zaggutch 
snacks on their bones for another three rounds. If the party watts 
it out* Zaggutch turns to thorn, says. \r . tva, Jhiiigut and 
vanishes. From that point on, the only image shown tn the mir¬ 
ror is that of the broken, savaged party. 

If the PCs tty to smash the mirror, they find that it's made 
not of glass but of a Larllke substance that absorbs whatever is 
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thrown or pressed against it. Small objects disappear completely* 
but large ohjects stick out just enough for a PC H> pull it free 
again (on a successful Strength check], 

' 1 Zaggutch, a lieutenant fiercely loyal to Dispa ter, is 

ihe fiend assigned to travel to Fortitude through the gate opened 
by i lie lain ted holy avenger and take control of DaneeL When 
role-playing Xaggutch. he sure to use his informal speech pat¬ 
terns - especially the derisive term "flaggotV - so that later the 
PCs can realise what's happened to DaneeL 

Like the Lady of Pain. Dispatcr sometimes traps 
those who annoy him in a maddening maze; however* Dispaicr's 
mazes seldom have exits, and often change from moment to 
moment. 

You're standing at an intersection of tiro tong hallways 
made o f hones. Further along each corridor, vmt rwt vrr several 
other passageways branching off in if iffe rctit direction*, a Jaw. 
muttering voice issues from one o f the OfH'ttittgs, 

The voice belongs to a raving lunatic who’s wandered 
through this particular maze for years, forgetting everything 
a bo UI ]ijs former life. Dispater's removed his need in eat and 
sleep and denied him the ability to die. The barmy simply prowls 
the maze, carrying only a single gold coin and a jagged bone lie 
ripped from one of the walls. No longer interested in leaving, 
he's appointed himself the protector of the only world he knows 
— the twisting maze. 

After two rounds, the man appears in the long hallway and 
approaches the PCs* asking if they've seen his fish. If they engage 
the barmy in conversation, he claims to know all about the holy 
avenger, the flower of holes, ami anything else the PCs ask him 
about. ’Course, ihe poor sods information's all wrong. 

The barmy appoints the PCs lieutenant protectors of the 
maze, then aitacks them for desertion of duty if they tty to leave. 
While in the maze, the man has special defenses: He's immune to 
all mind-affecting spells, and he regenerates from any condition, 
even ashes, regaining 5 hit points per round, lie loses these abil- 
Mies if furced from the maze. 

A petal-hole works on the floor or ceiling of the maze but 
falls off the walls, since they're not an outer boundary of the 
room. 

The maze isn't fully mapped on the DM’s screen; if 
ihe PCs try tu explore its shifting pathways, feel free to create the 
maze as they go along it doesn’t have to make sense. If they 
use a wall of force or similar Tactic to block the barmy's attack, 
ihe maze can simply shift and allow the mart to approach from a 
different direction. 

THACO 20; HAT I: Dmg Id6 (sharp bone): AC 10; HD 1; 
hp 7; MV 12; SZ M [5 feet tall); 1NT avg [8); AL CN: Ml Tearless 
(20); XF 175. 

Objects peeled from planars and primes that 
have no real long-term use arc dumped in this chamber, and 
loyal spmagtms are sometimes rewarded by being allowed to sift 
through the pickings, 

\ colossal, horned skull takes up the center of this roam, its 
ryr sockets as big as smalt tunnels. Anchored to the tog of the 
ftblnng skull — at least fifteen feet off the ground - is a large 
metal handle* 

The handle's attached to a heavy but removable lid; the 
skull itself is full of rocks, cloth, goblets, hones, and other debris. 


A diligent search through the trinkets nets small objects that are 
either interesting fan elfis diary, a sack of marbles} nr useful (a 
dagger, a purse of stiver pieces). No matter how much siuffs 
removed from the skull, there's always more. 

If the PCs search through (he trinkets for three rounds, they 
find a scrap of paper dropped by a spinagon lhai contains the 
symbols for the following rooms in the rower: (he Torture Cham¬ 
ber, the Head of Blades, and Dispater's Study, 

If (he PCs search for Tour rounds, they find any objects they 
lust in (he Prison Globe (Area 3). 

If the PCs search for five rounds, they find the object that 
was stolen from them by the polymorphed gelugon back in the 
Great Bazaar of SigiL 

Rattling around the junk in Ihe skull disturbs three large 
scorpions nesting deep within one of the eye sockets; they crawl 
oui alter two rounds and attack any PCs on or near the skull. 

IN A CO 19; 0AT 3; Dmg l iM/I <14/1; AC 5; HD 
2+2; hp 18 each: MV 9; SA Type A poison; SZ S [2 feel long); 

I NT non 10); AL N: ML average (8): XP 17 b. 

This room's actually the representation of the 
heart of one of the supplicants in the Torture Chamber (Area 
4). 

The smell of blood overwhelms wm m this pulsating* drip 
plug cavern that looks like the inside of a goblin's stomach. Tun/ 
boon slip and slide on the fleshy ground, and steady claps of 
body-rattling thunder - like the ponderous foots reps of a power 
— threaten to shake your teeth loose from your mouth. 

The immediate ground surface around the party is too soft 
to support a petal-hole; ihe PCs must make their way to one of 
the heart's walls, which rakes three rounds due to the quakelike 
beats that knock the PCs off their feer. With each heat, rivulets of 
sticky blood spray out of the ground and coat the party. 

The deafening heartbeats prevent the concentration needed 
to cast spells and cause ld2 points of damage per PC per round 
(successfully save vs, spell to avoid damage). If a PC stabs a 
weapon into the heart, the healing stops, and a geyser of scald¬ 
ing blood erupts from the wound, flooding Ihe chamber in len 
rounds. What’s more, one of the two supplicants in the Torture 
Chamber dies, 

In a vast "room" that more resembles an outdoor 
landscape, pit fiends tend to the creation of.flowers of holes from 
the bright, distilled spirits of lawful evil petitioners. 

Yod ,9 re stand lag on a /oin UlU of black dirt , antler ti put rid, 
purple sky, Dim light issues from a muniment tank at the bot¬ 
tom of the hill, hi which thousands of glowing bath swirl through 
a hazy soup. Orderly fields of black flowers Stretch bey and the 
tank it j rin Homan. and two large pit fiends tend to the plants. 

If the PCs hide on ihe hill for nine turns, they can observe 
the pit fiends go aboui iheit duties, which includes plucking a 
ripe flower and preparing to inscribe its petals. However, a third 
pit fiend appears, interrupts the work, and ail three teleport away 
together. Investigation reveals the following items lying near the 
tank: a flower with 12 blank petals, a bowl of blood, and a long, 
narrow thorn. By dipping the thorn in the blood, a PC can 
inscribe Ihe petals with desired room symbols (such as the one 
for Dispater's Study, which holds the holy avenger). For each 
attempt at inscription, the PC must successfully make both a 
Dexterity check and a Wisdom check or botch the symbol, per- 
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mancntly ruining l hat petal. Successful checks indicate that the 
newly inscribed petal can be used as transportation tu the desig¬ 
nated room. 

IT the PCs approach the pit fiends. The baniezu gardeners - 
warned by Dispater to cooperate with the party without knowing 
why — make gruff conversation hut continue with their duties, 
from the fiends, the PCs can leant that Guardian's held in Dispa- 
ter T s Study and get the symbol for that room. What's more, the 
party can even convince ihe fiends to inscribe a new flower if 
iltcy offer one of the following in exchange: all of their remain¬ 
ing gents, the life of one lawful evil being (to be made Emu a 
petitioner and cast into the tank), or assistance in lending to the 
garden (the fiends make them plow a field by hand, which takes 
two weeks), 

If the party demands it, the fiends are willing to teleport 
them out of the lower, leaving them just beyond the surrounding 
wall. 

The pit fiends can inscribe flower petals with 
symbols for any room in the tower — a good way to allow the 
PCs access to rooms beyond lhe eighteen described in this chap* 
ter tif desired). 

Once the pit fiends leave, the PCs can pick additional [low¬ 
ers from ihc fields; however, they can’t bind a petitioner’s spirit 
to the flower and so can't ereale any more flowers of holes. 

i ; ; As part of his attempt to take control of 
Sigil. Dispater is running grotesque experiments to analyze the 
Lady of Pain and perhaps even figure out how to defeat her. 

.4 glint of light in (he center of this dark mow gurnets roiir 
tfffrHNmt, atul as you approach you make out a horrifyiftg •sight: 
A woman stands imprisoned in u solid block of iron that * cov¬ 
ered with mitt markings ami ringed hy ruts cut into the floor, 
(hdv the wanton's shmtldc rs t irrrfc, and head stick out of Ihc top 
of the block, and growing cleanly out of her head are a dozen 
large blades, 

Course, the woman isn't the real Lady; she’s only an unfor¬ 
tunate victim of the experiment and can't harm the party {nor 
can the markings nr nits). She watches the PCs hui doesn't com¬ 
municate with them in any way. Each blade can be drawn from 
her head (leaving a bleeding wound) and used as a +1 sword, but 
any PC who pulls one out suffers a curse Immediately upon leav¬ 
ing the room. Rod ld6 and consult the fubowing table: 

Dn Run Curs£? 

1 Gender changes 

2 Hair on head turns tn worms 

} Body weight doubles (clothing firs accordingly) 

4 Skin becomes transparent 

5 Skin recks of vinegar 

t» PC becomes mute 

A PC can avoid a curse by making a successful save vs. spell at 
-4, Effects can be reversed with a remove curse spelt but not 
while on Baaior, 

With the new flower from the garden (Area 
tGt the PCs can use a petal To reach Dispaler's personal study. 
Anticipating their arrival. Dispak-r’s chosen tu have the room 
appear as plain as possible. 

This nine-sided chamber is probably the most ordinary 
you've see a yet ru the tower. The only features are it simple 


wtmtvn chair, u long wooden table, a bucket of slap, and a skele¬ 
tal arm hanging an hone pegs <jji one a all. The imtiy hand still 
etutches a tong sword. 

Investigation shows That the chair, table, and bucket are just 
what they appear to be. Dispater hasn't left any special protec¬ 
tions for (he sword - he hopes to derive amusement from watch¬ 
ing the PCs take pains to avoid traps that aren't there. Read the 
following to any PC who pries the sword From the skeletal arm's 
grasp: 

As yon ltike the sword |fv i Is gilded handle, yon fed a soft 
wave of warmth flood throughout von r body. Without a doubt you 
know - though yon ain't esplain haw - that this weapon is> 
indeed, the holy avenger sieorr/ called Guardian, die ttbjcci oj 
your long guest. 

Once a PC takes the sword, the party's journey through the 
tower is over. Proceed with “Enter the Archduke," below. 

Guardian looks like nothing mure than a finely 
made sword, but a skilled weaponsmiih might be able to recog¬ 
nize its holy enchantment without picking it up. Due to Its inher¬ 
ent magical nature, it constantly radiates magic. However, 
there's no way a PC can detect the special gate spell Dispo¬ 
sers cast upon the weapon, Until the sword car- A 

ries out its dark duty. It simply acts as would fj 

any holy sword in the hands of some- 
one other than its intended owner: 
as a +2 weapon. 

£ N + E R + H£ AKCHDUKt 

The party found the sword ns easily as they did only because 
Dispater wanted them to — if the archduke'd really planned to 
keep the holy weapon, no mere cutler wouldVe ever lain eyes on 
it again. Fact is, Dispater figures the party'd realize (hat, too 
(assuming they're not totally Clueless). After all. even the 
dimmest basher would probably gel suspicious if he just waltzed 
out of the Iron Tower clutching the stolen holy avenger. 

So. in make sure that his dark drama plays out to irs con¬ 
clusion. Dispater manifests his avatar in the study — along with 
several dozen other vicious fiends — to give the PCs one last run 
for their jink. 

Vrt vtrailer have you plucked (he m cord from i/s spat on (he 
wall than gallons tffetid shy explode from the small bucket like a 
geyser, blasting the rcilintf with a continuous # pounding stream o/ 
00 /e. The hhhs ami drips rain down alt over the mow ami begin 
to collect into a shape as ihcv hit the flour, feet, legs a totst* - 
within seconds an enrhr humanoid form accumulates and solidi¬ 
fies, and before yon stands archduke Dispater, the lord of Dis . 

As a solid creature, Dispater assumes a somewhat more 
acceptable form: that of a sleek, yellow-skinned human male, ten 
feet tall, with horns like a pit fiend's, dressed in an ornate, 
sleeveless waistcoat and pants. Behind him a red cape flutters 
like bar's wings. 

A host of greater baatezu - nine gelugons, nine cornugons. 
and nine pit fiends - teleport into the room along with their 
lord, appearing in near rows behind Dispater as he addresses the 
party. 

“tornr to reclaim that dreadful nuisance, have you? Wet!, it 
was only a matter of time , / suppose. * The archduke looks ot * i 
your group carefully, unable m restrain a subdued smite, "You 
know, l must confess Tm a bit surprised, I ejected something of 
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a iiiand invasion farce - thousands of noble paladins descending 
upon wv hateful palace in the mime of all thafs holy, and so on 
and w forth. Instead, I find you: ft small band ttf - you'll pardon 
thv ri pressiu )i i>r</ 1 im ry f hnlisrvhers." 

If the PCs engage him in conversation, Dispa ter continues to 
play the role of the gracious host. He claims that die baatezu 
who originally stole the holy avenger From Daneel - which he 
deems “an Unfortunate rum of events" — hoped 10 please him 
with such a rare prize, However, Dispater says he's actually 
inclined to view it as little more than a knick-knack, and given 
that no baatezu can much the enchanted thing without suffering 
great pain, he's not particularly Fond of having it around. 

What's more. Dispater complains that the other powers of 
Baa 1 or have done little since he acquired the sword but scheme 
to wrest it Fmm him. It’s gotten so bad thin he fears a war may 
erupt on the plane For possession of the holy avenger, and one 
war at a time - especially one so Far-reaching and all-consum¬ 
ing as the Blood War — Is enough for him. 

Simply put, Guardian is more trouble than its worth, and 
Dispater's glad to have it removed from Baalor For good. How¬ 
ever. there is the matter oT the party's criminal intention to steal 
ihe sword - something the archduke considers a most unbecom¬ 
ing and impolite act (if confronted with the Fact that the baatezu 
siole it in rhe first place, Dispater insufferably reminds the PCs 
that two wrongs don't make a right). 

f): While on Dis (and especially while in 

the Iron Tower), the PCs can 4 ! harm Dispater's avatar by any 
means. II they drive a sword through his chest, he simply puJh it 
out and hands it hack to !he owner, admonishing him or her to 
"be more careful with your toys," If the PCs attack with spells, 
Dispater simply waves the effects away, clucking, “Now, now - 
let's have none of that," Not even a wish spell can disturb the 
archduke's avatar. 


DISPA + GR/S ©ff€R 

The archduke's willing to let the PCs take the holy avenger out of 
Baa ton but he insists that they first make fair restitution for their 
effrontery: Each PC must give him an eyelash as a personal 
memento of the whole sordid affair. He doesn't plan to use the 
lashes to control ihr PCs or harm them in any way: he just wants 
to watch the mortals slew over the request. IF the PCs adamantly 
refuse. Dispater offers to let them submit a body parr of their 
own choosing. If the parry again refuses, the archduke gives 
them one last chance, asking only that each PC surrender any 
one personal item. 

ACCgP+ING + HE © f f £ R 

IF each PC gives Dispater either an eyelash, a body pan. or a per¬ 
sonal item. The archduke agrees To let them lake rhe holy avenger 
oui of Baator. 

What’s more, if the PCs ask. Dispater cures any curses they 
received from the lady in the Head of Blades room (Area 17). He 
also restores to life any PCs who got put into the dead-book 
while in the tower. Course, the archduke doesn't do such deeds 
out of the goodness of his heart - he'd simply prefer to have the 
PCs alive and well to witness the culmination of his dark plan, 
especially since they've unwittingly played such a large pan in 
its success. 


Y©U F0UGH+ y®ur WAY 
+HR0UGH BA A + ©R 
+ © FIND +he H © LY A V£ HGEK? 

T5K, — 

ALL Y©U HAD +© D© WAS ASK. 

— DISPA + tR S AVA + AR, 

IN A 

LiGH + HEAR+ED m©©D 

Dispater summons the pit fiend Kri'ik — conspicuously 
absent from the host oF assembled baatezu - and instructs him 
to see the party safely back to the dry of Dis, 

Proceed to “Doing Home." below, 

REIEC + ING + HE ©FFE R 

IF the PCs won't meet his terms, Dispater announces that he’s 
made three Fair offers and concludes (hai the PCs simply can't 
take what they haven't paid For He instructs his fiendish legions 
to reclaim the sword and dispose of ihc “mortal debris," 

The DM should let the PCs try to fight if they wish. Each pit 
fiend, comugon. and gdugon has the same statistics as the others 
of its type; use the pit fiend statistics given on page 5. the cornu- 
go n statistics on page 45, and the gdugort statistics on page 9, 

The archduke offers the PCs one chance to "stop wasting lime and 
resolve this like civilized beings." tf the party continues to attack, 
the baatezu do their best to slay the suds. Dispater melts away, 
planning to wait for the next hatch of mortals that comes hunting 
for the holy avenger. 

The PCs can try to escape by teleporting or otherwise relo¬ 
cating themselves outside the lower, nr by using their flower of 
holes to flee lo another room, The baatezu pursue in cither case, 
hut the PCs may be able to get to the City Vista, in which case 
they can escape the tower via the balcony. 

If the PCs are resourceful enough to get out of the tower, 
Dispater decides to let them keep the holy avenger. After all. the 
success of his plan is more important than collecting a handful 
of eyelashes from some mortal sods. Proceed to "Going Home." 

GeiNG H©me 

If the PCs accepted the sword from Dispater, they now have 
Krilk as an escort to the city: if the PCs escaped from the tower, 
the DM should have Kri'Tk appear to Them at the edge of the city. 

In either case, how the fiend acts depends on how the PCs dealt 
with him during their firs! two encounters. The DM should run 
one of the following possible conclusions — all of which sec the 
party in Fortitude with the holy avenger — and then proceed to 
Chapter VI, on page 56, 

THE FIEND S Lffi©PH©LE 

When Kxi'ik offered to reward the PCs for stealing the holy 
avenger , he was careful to specify that the deal was valid only if 
[he parry stole the sward front the tower. "Course, Dispater actu¬ 
ally ended up giving the sword to the party or irading R for a 
personal item. So, if rhe party wasn't clever enough to wring a 
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more exacting promise out of Krilk, he's not required to fulfill 
any stipulations of his bargain. 

Knife explains His logic and announces his intention to kill 
the PCs, take the holy avenger, and use it for ids own ends. How¬ 
ever. one round after the Rend begins his attack, Dispater's 
avatar appears once again. 

The homed arrfjtfuier seems hi grow right out of the ground; 
kri’ik looks even more surprised than you. "Dear me, Kri'ik,” 
says Dtspatcr, shaking his head nr the stunned fiend. Tin truly 
saddened by this tawdry betrayal. And in rtf ink it was 1 whose 
hand guided your ascension over the millennia Why* / remember 
when vt*n started as a squiggling larvae - such a waste, sued a 
waste. Ah. well. Kri'ik, this hurts me more than it docs you: I 
hereby revoke the powers gran red to you as a greater htmtenr Go. 
and never darken my door again," 

Di spa ter then lurns to the PCs and adds: 

“You know, I hear the jawbone of a pit fiend van hring quite 
a tidy sum in the right places, i'w sure kri'ik here won't muui 
rr/mqfttvsfrittj) Ws-" 

Dispater’s avaiar melts hack into the ground, leaving the 
PCs to deal with the newly powerless anti furious pit fiend. Kri’ik 
can still fly and make attacks inherent to bis fiendish form 
(wings, claws, tail, and poisonous bite); he also retains his 
Strength bonus and magic resistance. However, he's lust all of 
his spell-like abilities line]tiding gate and teleport without error], 
his regenerative power, his -fear aura, and his immunity to non¬ 
magi cal weapons. 

full of rage arid accustomed to centuries of supreme confi¬ 
dence, KrTik continues to attack the parry, but tries to escape if 
reduced to a third of his hit points. The PCs can try to finish him 
off and take his jawbone, nr just lei him go. 

To leave Baal or. the party can either seek out a gate in the 
city that leads directly to fortitude (King lTcjf knows of one), or 
head back to Sigil and find a portal there (such as a window at 
the Sill]. In either case, they can use the small chain from Tonal 
Shar as the gate key. 

KxftK (vDJUSTt tj roic RtnucED pqwr}: 

THACO 7; HAT b ; Dmg Id4/ld4/ld6/ld6/2dfj/2d4 (+6 Strength 
bonus): AC -5: HD 13; lip 84: MV IS, FL 24 (C): SA poison, tail 
constriction; MR 50%: SZ L (12 Feet tall}: I NT genius (18); AL LE; 
ML champion 11 g); XP rn.uua 

THE FIEND'S PR©miS€ 

If, during their first iwo meetings with Kri’ik, the PCs were wise 
enough to insist that the pit fiend reward them if they merely 
obtain the sword, or if they otherwise nailed hint down with 
wording so exact that he couldn’t find a loophole, Kri'ik must 
now fulfill his end of the bargain and deliver the promised ruby. 

Course. Kri’ik wouldn’t be a pit fiend if he didn’t try to 
break the spirit of his agreement. If the party wasn't on its toes 
when hammering out their bargain. Kri'ik probably has a number 
Of possibilities for peeling the berks; ihe DM can use any of the 
following loopholes or come up with others, as circumstances 
dictate. 

♦ Kri'ik produces a maelephant that's been shrunk down 
to the size of an insect — after all, the PCs didn't specify 
that the maelephant had to be normal-sized - and 
dutifully gives the party a ruby the size of its tiny head, 
a gem worth about 10 gp. 


♦ KrITk does indeed give the party a ruhv the size of a 
standard maelcphanf s head; however. He dues tt so 
conspicuously that every barmy, bubber, and cutthroat 
in Dis is aware of the exchange, too. Thus, a stampede 
of greedy hashers descends upon the party, smashing 
the gem Into thousands of worthless pieces in the riot. 

♦ Krilk presents the party with a live maelephant whose 
head just happens to be made oui uf a ruby. Of course, 
the beast isn't about to surrender his head to the PCs 
without n fight. 

If the PCs made a pad of nonaggression, Kri'ik won’t attack 
litem if they don’t attack him first. However, the fiend taunts The 
PCs over the "simple" method by which he cheated them, hoping 
to goad them into attacking and thus breaking the truce. If the 
PCs restrain themselves, Kri'ik angrily teleports away to ploi his 
vengeance against the party, 

The PCs can then find a gale in the city Shat takes them 
straight Lo Fortitude (King Hejj can direct them to one), or return 
to Sigil and seek a portal there. In either case, the small chain 
from Tonal Shar works as the gate key. 

i If the PCs failed to make a pact of non aggression. 
Kri'ik attacks them. However, ibis attracts the attention of Dispa¬ 
ter's avatar, who appears and strips Kri’ik of his power, as in 
"The Fiend's Loophole." above. 

If ihe PCs truly made a deal in which Kri'ik was forced to 
deliver the ruby with no tricks, the fiend hands over the reward, 
hut vows to see the party suffer for besting him, 

THE FIEND S ASSAUI + 

It s possible that the PCs simply refused to 
make any deal whatsoever with Kri'ik, 

Ignoring his threats and promises 
during their first two encounters. 

In that case, Krilks not bound to 
deliver any reward to the party, nor is he pro- 
vented from attacking them and claiming the ftfr fOHfc 

sword for his own purposes. 

After leading the PCs to the city, Kri'ik begins 
his assault. However. Dispater’s avatar reappears and, as in 
"The Fiend's Loophole," robs Kri’ik of his special powers as 
punishment for his indiscretions. The rest of the encounter then 
proceeds as in “The Fiend's Loophole." 

KCCPING +HC SW0RD 

The PCs may decide not to bring the holy avenger to Fortitude 
after all, hut keep it for themselves, sell it to another faction, give 
it to a passing barmy, etc. Sooner or later, though* the secret gate 
spell will activate, and the pit fiend Zaggmch will come through 
to rake control oFthe sword's wielder. 

If the PCs kept the sword, they'll have to deal with a con¬ 
trolled party member; if they gave il to another faction, that 
group angrily comes looking for the PCs, believing them to have 
knowingly sold a tainted sword. In any case, for failing to deliver 
ihe holy avenger , the PCs get no reward from the Harmonium; in 
fact, die Harmonious Ascension is ruined and the Hardheads vow 
to scrag, imprison, and execute the PCs for breaching the agree¬ 
ment. Tlie party's made enemies for life. 
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CHAPTfH VU 
Ht A ^+S AHD Jjf f INDS 


In ihe concluding chapter of Fires oJ'Dis, the parry 
presumably returns the holy avenger 
w Fortitude in lime for the 

Harmonious Ascension. Before long. however, the PCs realize that 
Dbpater's got more tricks up his sleeve than 
they might have thought, ami they must 
light to ensure ihai their quest ends in 
success. What’s in the balance? Not much t 
berk - just the lifr of a paladin, the spirit of 
a fiend, and the fate of an entire gate-town* 


IN +HE EGG 



When the PCs step through a gate to Fortitude - whether it's 
from the city of Dis> the Sill in Sigih or any 
other place the DM wishes to set up a gate — 
they emerge in the 
gate-town that 
some planars 
call “the Egg/* 
due to the high 
stone wall that sur¬ 
rounds the whole burg 
in a perfect oval. The DM can 
place the PCs at any spot in the town; refer to the map on The gatefold screen. 
Below are descriptions of the look and fed of Fortitude to allow the I)M to property 
scl up the scenes in this chapter, followed by a brief outline oT the major locations 
in town. 

THE L©©K 

Fortitudes a dean, neat well-run place. A population of shout 5,000 individuals - 
mostly dwarves and humans - live within the surrounding egg-shaped wall, all 
working together to keep their town boih wholesome and ordered (the strong pres¬ 
ence and influence oF the Harmonium helps sec to that). Hie two main entrances to 
the town arc at cither "emi" of the wall, though each longer *side“ contains three 
smaller entrances. The broad streets run more or less at straight angles through the 
town and arc made of white tile squares laid so precisely it'd be hard to find Lite 
© R 5 l DEAD cracks in between. Mosr of the dwellings and shops have bases of stone, though 

the upper floors of treated wood and baked mud look just as solid as the 
— GKAFfI + 1 SCRAWLED first floors. About half the town s made up of buildings, and half's full 

in + h je T®WN SQUARE mnrc attractive features, including sparkling fountains, lush groves 

and parks, and orchards, full of ripe fruit. Even still, the order arid har¬ 
mony of Fortitude shines through: The trees and flowers are planted to 
grow in neat rows, the water hoses are set to spray at pleasing angles, etc. 


THE ffEL 

In order to ensure that the Harmonious Ascension succeeds and Fortitude slides into 
the plane of Arcadia, the Harmonium's been working overtime to instill a sense of 
law, order, and harmony in the citizens. As a result, everyone's on his or her moral 
roes, though it's more out of a true desire to see their town ascend than a fear of the 
occasionally intimidating tactics of the Hardheads. 

One side effect of the concentration on harmony and goodness is suspicion. 
Strangers in town are often given the pecry eye, and never so more than now, at the 
brink of the Ascension. A few petitioners from Arcadia - all of whom ran know 
alignment at will - are on hand to help guide Fortitude into their plane, and they 
peek at the alignments of potential troublemakers. Neutrality's mure tolerated in 
Fortitude than in Arcadia, hut a berk of any evil alignment is usually identified and 
scragged by the Hardheads before he knows what (or who) hit him. Strong evit 
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might be enough to block the 
Ascension, and the townsfolk don't want 
anything upsetting their chance to join the Land of 
Perfect Good, 

CT!A]®R l©CA+t©NS 

Below arc some of the more important locations in Fortitude 

thai the PCs might visit (or at which encounters can he set). The DM can also add sites 
of his or her own, including shops - tidy, regimented ones - where the party can pick up 
any needed supplies. 

; Him Made entirely of stone, tins huge, round arena's sunken into the ground like a 

bowl. IPs Riled with roughly a Thousand sears that ring a stage at the bottom, nearly 100 yards below ground 
level. Three times a week, residents of Fortitude descend the narrow staircases that lead down into the bowl* 
quickly filling U lo standing-room-only capacity. One at a time. Individuals can lake to the stage and confess 
their perceived crimes and flaws before the assembled crowd, which then gets to pronounce a suitable punish¬ 
ment anything from a mild reprimand for a minor offense to execution for what's judged to be a more seri¬ 
ous crime. What with ihe rcceni Hardhead push to get the town in shape for its Ascension, the Confessional's 
seen a tot of activity lately, with body after body volunteering to throw themselves at the proverbial mercy of 


the crowds, 


The gale is a tall flame that swirls and licks With various shades of green, and its size 
and brightness increase in direct proportion to the collective mindset of the town: the inure the residents' atti* 
rudes mirror that of Arcadia, the larger and brighter the flame becomes. Ifs set atop a 20-fool-tall pyramid 
made of seven stacked squares, each smaller than the one beneath, with a staircase climbing to the top from 
each side. The pyramid's set in the Town Square* a huge open plaza at ihe opposite end of Fortitude from the 
Confessional. 

I Tlie PCs won'T be able to open or use the gate. The DM can have the townsfolk be too suspicious 

of ihe PCs to give them a gale key nr just unwill ing to let them use the gate for fear it might adversely affect 
the Ascension, 

f i tii >’ i More formally known as the town headquarters for the Harmonium, the Block is just what 
it sounds like: a building shaped like a large slab of gray, speckled stone, built to resemble the City Barracks In 
Sigil (the main headquarters of the faction). Its offices and quarters take up a whole city block. The building's 
got four entrances, one on each side. 

One oT the most popular inns in Fortitude, probably because it s so close lo ilie Confessional 
that travelers can watch the proceedings from the comfort of their windows and balconies. Ifs a restrained 
place, run with a hit more rlass than many kips, but it appeals to a variety of residents and visitors, as it fea¬ 
tures rich ales and foods alongside the cheaper, more common fare. 

1 B B Full of neai rows of tombstones* this cemetery holds only the most upright and law¬ 

ful citizens of Fortitude whoVe passed into Lhe dead-book. Each grave marker s enchanted to deliver a eulogy 
of praise for the deaders character and accomplishments whenever a body stops at the grawsite fur more than 
a few seconds. When occupied by groups of mourners, all triggering different tombstones, the Boncyard can be 
a very noisy place. 

. i l> \m Li i In Arcadia, a great orb set atop the plane's tallest peak rotates continuously. Ril¬ 
ing half Ihe plane with warm light and half with starry darkness, in strict 12-hour cycles. The Harmonium's 
built a stone tower in the middle of town* on top of which is their own revolving orb that gives off flat light 
and inky darkness (with no stars), tin fortunately, their orb isn't a perfect sphere, so the division between light 
and dark isn't always 12 hours: con founded Hardheads are always on or near the tower. Tinkering with the orb 
to try to make it mure precise. 


DELIVERY: +HE EASY WAY 


If all of the PCs are of a good alignment (whether neutral, chaotic, or lawful), ihey can gel directions to the 
Block of Law from anyone on the street and proceed there without Incident lo turn over Lhe holy avenger 
[unless the DM wishes to throw an extra encounter in their path; see below for options). 
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Wfi rt' r mitered in to see Tonttt Shat, who examine* tdie 
sward titui confirms that it is. indeed, theftihlcd Guardian. “Good 
job, t imers — but jet's not go flapping our kouf-hires about this 
alt over town, oil right? The faith's already slutting to slip a toil 
for sfiiJir folks; ire've got la shear them Dance) and Cruardfotn 
viou, or oil mrirt-Vf be for nothing, ami Fnrtitudclf stay mired 

tat the Qinlands for powers know how lot\g.~ 

Shar explains they'll send For Da nee 1 from Arcadia and 
make arrangements for the Ascension ceremony to take place 
after a half-revolution of the Orb (12 hours). The importance of 
the Ascension takes precedence: Shar will collect and deliver Ibe 
party's reward once it's concluded. The PCs are expected to 
attend the ceremony, but may dr> as they pkasc until then. 


DELIVERY: + HE HARD WAY 

Strangers in Fortitude arc subject to alignment checks from peti¬ 
tioners of Arcadia, If the party happens to include a PC of evil 
alignment, the berk is marked soon after arriving. 

You notice an older dwarf in regal battle orator peering 
itt n oily o‘ coar group Suddenly, he points at one of your number 
ond \ta*JS tr* veil: f in’ Fni berk rw fiir s trevtl" Others turn at 
the shouts and mm to gather three hulking humans amt a stout 
dwatf stride quickly tou f ard you: one barks . "Wtere'd you come 
front?” 

Two members of the Harmonium patrol know of flic stolen 
holy avenger: if the PCs explain their situation truthfully and 
show the sword, the guards huny them to the Block - trying to 
keep the sword hidden from the eyes of the gathering onlookers 
- and events proceed as in “Delivery: the Easy Way." However, 
Shar also has a Harmonium mage cast an undetectable alignment 
spell on each evil PC. masking his or her alignment for 24 hours, 
to prevent further incidents. 

If the party resists. Lhc guards try to subdue 1 lie PCs and 
drag ihem to the Block for interrogation: four more Hardheads 
appear every other round until the PCs surrender, escape, or arc 
killed. Escaping PCs are hunted until found and won't he able lu 
show I heir faces in Fortitude unless its to surrender. 

It’s possible to run this encounter with the dwarf 
checking for chaotic or true neutral alignment (assume the loom¬ 
ing Ascension heightens fears of any berks who don't cut the 
philosophical mustard]. 

Gi ARf) 14 i ik vvttj (Pi /var vak/F4/11a/LGJ: 

THACO 17: #AT t: Dmg ids (scimitar): AC 5 (chain mail): HD 4: 
bp 29 each: MV 12; SZ var; I NT very [12]: ML champion (15]: XP 
120 . 


©P+ieNAL tEHC©UN + iRS 

After turning over the sword, the PCs can explore the town at 
their leisure until the Ascension ceremony, having any or all of 
the following encounters: 

A wizard or priest member of the party is 
invited to remain in the Block and help the Hardheads test the 
holy avenger to make sure It hasn’t been corrupted. Physical tests 
reveal no taint. Strong magic already present In the sword resists 
ail attempts at dispelling and makes it impossible for defect 


magic, identify or similar effects to find Dispater's secret gate 
spell until IPs been activated, Nu powers (if contacted) know of 
or reveal the plan. 

A wish spell might reveal bui not undo the tam¬ 
pering - if the DM can find a way to Fulfill the terms of the wish 
without mining the remainder of the adventure. Otherwise, sim¬ 
ply assume that Dispa ler's magic is too advanced to be detected 
by any nonpower. 

Five priests (Pl/var d/PS/Ha/LG} move through 
the town, strengthening the resolve of the citizenry for the 
upcoming Ascension. They paint Danccl and Guardrail as para¬ 
digms of law and virtue, and encourage the PCs to lend their wall 
to that of the rest of town when all assemble for the ceremony. 

One of the PCs accidentally breaks a minor law of 
the town — trodding on fresh flower buds, failing to yield right 
of way. etc. - and on lookers read with horror. They encourage 
the FC to confess Tier “heinous crime" at the Confessional and 
dog her until she agrees to do so, fearing that any spark of chaos 
might endanger the Ascension, 

While eating or relaxing at the Tears gfTyr. the PCs 
pick up a number of rumors about the Ascension, including: ein- 
lieriar and aasimort will arrive from Arcadia to attend: an identi¬ 
cal version of Fortitude similarly ascended long ago: DanetTs 
never been more robust; Facml Sarin of the Harmonium must 
remain in Sigil and can't attend; the gate's green flame will 
engulf the town in soothing warmth. 

In addition, however, the PCs find one woman [PI/ V li/O/FL/ 
LN) who's worried: No one in town’s seen Danccl in some time 
and dark rumors whisper of the loss or incapacitation of Guard¬ 
ian. If any of the PCs tell what they know, an agent [PI/ f d/B3/ 
Ha/LG) sent by Shar to watch the party warns them not to con¬ 
tribute to “lies of enemies vainly trying lo confuse our noble cit¬ 
izens.** 

The PCs can get a room at the inn if they choose 
to bed down lor the “night' 1 [even ihough the light side of the 
Qrh currently faces that end of town). 

Frightened screams in a street near the town's sur¬ 
rounding wall alert I he party to danger; investigating PCs find 
the trouble to he 2d 10 cranium rais wiio’ve scrambled in through 
a small crack in the wall, 

THACO 19; MT I: Dmg td4; AC 6; HD 1: tip 
4 each; MV 15: SD save as creature of Hit Dice equal to group 
Intelligence; SZ T (6 inches long); I NT var (I point per every five 
living rats): AL NE; Ml. unsteady 17}; XP 65, 

the CEREtn©NY 
©f ASCENSION 

Twelve hours after turning over the holy avenger to Tonat Shar, 
the PCs find thai the ceremony to usher in the Harmonious 
Ascension k about to begin. 

It seem.* as if the entire population of Fortitude h marching 
- slowly hut surety, in the most calm and orderly swarm you’ve 
art seen - toward the open Town Square at the far end of the 
dn\ where rhe gate to Arcadia rests. 
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If I lie PCs resist joining the wave of bodies* ihey’re con¬ 
stantly entreated by passers by to attend the ceremony and 
finally ordered to by Harmonium guards trying to keep the 
crowds flowing smoothly* If they've seen the gate to Arcadia 
before, they notice that it’s now much bigger — about 20 feet 
rail. 

Standing hi front of the bright* greenish JhuHv atop the 
white pyramid is the paladin Daneel, flanked bv w o elderly, 
imperial dwarves in tnlliutry garb, Dmitri s right ana is missing, 
but in his Jrfr he holds ulnfi the sword Guardian, tc/irr/i glows 
fiercely in tus grasp, The crowds a round the Town Square con 
tinue to grow into (hr thousands* as the townspeople press for¬ 
ward to uf tttul hear the fabled Daneel. Smiter of fiends 

The DM should role-play various members nf the crowd 
shouting hurrahs, weeping for j oy. and clamoring for Daneel - 
the PCs should get the idea that the paladin is a much-venerated 
symbol of good m the citizens here, In addition, a few folks 
should express surprise and concern lhal Daneel s missing an 
arm. After a few anxious moments, Daneel addresses the crowd, 
which erupts in cheers and applause throughout. 

"Bet(teed citizens of fortitude! I ndy on this day thott art 
Messed, for on this day shait thou ascend into ilu land of perfec¬ 
tion, the kind of harmony, the hunt of all that good — o\n must 
noble and rapturous Arcadia! f stand now before thee u humble 
servant, willing to tend my aid m ushering this eh\ into n ttvn* 
age of amity, truth. amt sun-hissed serenity. \nd non I ha] of 
thee, good people: Lend me thy hearts - lend my thy mtirds — 
lend me fhv bodies and thy spirits, and hi the celestial hosts 
themselves weep front the glow of our assembled fellowship !" 

As the crowd becomes more attuned to the tenets of law, 
harmony, and order. Fortitude begins to slide into Arcadia: The 
green flame grows, and ghostly forms of giant trees and moun¬ 
tain peaks begin to appear beyond the town's surrounding wall. 
If the PCs dorTi pick up on what’s going on. several townspeople 
delightedly point out whin s happening. 

As Daneel pauses in joy at ihe crowd's growing, radiant 
energy, the green flame behind him continues to flicker higher 
and wider, fanning out like a brilliant \hcn across ihe sky. The 
scattered eruptions of blissful diver* from the crowd begin w 
meld into one cleeinr. cracklmg ware, mi ./Wmu/ri 1 beautiful song 
not diminished a scintilla by its lock of sound. Direct thy hearts, 
strong friends," shouts Daneel, raising Guardian firm the air. 
’'Unleash thy tnindcl* 

The philosophical movement of fortitude finally triggers the 
gate spell hidden in the holy avenger. Unless ignoring the pyra¬ 
mid, the PCs see the sword crackle with a short, red burst and the 
pure glow of the blade suddenly Fade away. Any PC who makes 
an Intelligence check also spots a small ball of red light - the 
spirit of the pit fiend Zaggurdi - emerge from the tip of the 
sword and sink into Daneel’s head. However, the PCs won’t be 
able to make themselves heard over the still-enraptured crowd, 

Pu/ifrl motions for the masses w east i heir concentration for 
a moment and strides forward an the pyramid. ’"Ira know . M he 
calls to f hr quieting crowd. "I think /jc hod change of ham. 
What this burg realty needs i\ a slap in th' face rl Suddenly, the 
pah din swings Guardian around, cutting the neck aj one of the 
dwarf tdders behind him * spilling a hot stream of red blood onto 
the white pyramid. The thousands fall silent almost instantly, 
staring in cold shock, "Oh. I am sorry'. ' /rr utys to the dwarf. 
“Truth hurts, don 1 if?" Then hr turns to the crowd: *Stick with 
me, Jlaggacs — 111 put things right. OT Da ocelli show ya the fes¬ 


tering truth behind y*er pack of lies!*' A nd with that, the paladin 
disappears from the pyramid. 

The astonished crowd, farced to question their long-held 
faith in a respected paladin of legend, begins tu break down into 
troubled murmurs: the DM should role-play several townsfolk 
until the PCs realise the rug’s been pulled oui from under them, 
their minds hurled into a maelstrom of confusion and doubt The 
green flame of the gate to Arcadia begins to die down, and the 
mountains and trees outside the town become less substantial. 
The town's stopped sliding and is sLLiek between planes. 

If the PCs refuse to attend the ceremony. Tonal 
Shar hurriedly finds them afterward, explains what happened, 
and threatens to jail the PCs fur somehow having had a hand in 
the disastrous events. If they want their reward, he says, they'd 
better help put Daneel back in his right mind. 


THf DARK ©f J + ALL 

Dispatrr empowered Zaggutch to take the form ala distilled 
spirit, charging him with ruining Dan eel's career as a paladin by 
committing evil acts that'll be attributed to the Smiter of Fiends. 
If Zaggutch also stops Ihe Harmonious Ascension - perhaps per¬ 
manently. if the Townsfolk remain emotionally sliatiered - he'll 
be up for promotion in the archduke’s ranks. 

If the PCs manage to drive Zaggutch out of Daneel [see 
below), ilie fiend’s spirit tries tu lake over another body (which 
takes one round) and continues to disparage the tenets of good 
and harmony. Zaggutch s spirit form can’t harm the PCs: be can 
only arrack while in command of a host body, using the host's 
equipment (the DM can equip host bodies as desired.) 

While in a host body, Zaggutch retains 
his own spell-like abilities (including those common ro all 
baatezu). saving throws, attack mils, fear aura* magic resistance, 
morale, and alignment. The body retains the host’s hit points and 
physical strengths and weaknesses (though no special abilities of 
the host). Statistics are given below for Zaggutch while in Daneel 
and while in spirit form. 

Note that because Fortitude is stuck between planes, 
Zaggutch can’t gate in reinforcements or teleport beyond the sur¬ 
rounding wall of the town - fact is. all methods of entry or exit 
(physical or magical) are cut off until Fortitude settles in either 
Arcadia or the Out lauds. This also means the PCs can I leave, a 
fact the party can learn from frightened residents shouting that 
the town's “trapped between planes.” 

I 1 / • The death of a host inflicts no dam¬ 

age on the fiend but forces him from the body. If the PCs use 
magic, the DM should follow these guidelines: 

♦ Spells/effects that dispel evil or magic merely force 
Zaggutch to spend the rest of the round regaining full 
control nf his host body; ihe fiend can’t attack, and 
attacks cm him are made with a 4-4 bonus, 

♦ Spdls/efFccts to send Zaggutch back to his own plane 
merely drive him out of the host body: no one leaves 
the town while It’S stuck between planes. 

♦ Spells/effects that bind a host or affect his mind 
{charm, hold, steep, etc,) drive Zaggutch from the body, 

: 2 While in hts spirit form, Zaggutch can’t 

pass through any solid magical substance. Thus, ihe PCs may he 
able to trap him within a magical helmet, a suit of sealed magical 
armor, or some other magical container. 
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Now thai Dispaier's gmv spell has hern used, it 
can he detected on the sword by any spells or similar effects that 
locate and identify conjuration or summoning magic magic 
that's not a normal part of Guardian , What’s more, while Zag¬ 
gutch is in control of Darted* the sword loses most ol its special 
a hi lilies, functioning only as a +2 weapon* 

THACO 7; #AT I; Dmg td8 + 2 (long sword); 
AC - I [plate mail +3): hp 74; MV 12; SA fear: MR 50%; SZ M (6 
feel tall}; AL LE; Ml fearless (19); XP n/a. 

Spell-like abilities: detect magic, detect invisibility, fireball, hold 
person, improved invisibility, polymorph seif, product- flame, 
pyrotechnics, and wail of fire [each once per round); symbol of 
pain [once per day): and wish (once per year), 

AC 0; HD 13: hp 66: MV FI 18 (A); SA fear; MR 
50%; SZ I 11 foot diameter); [NT except ion at (16); AL LE; MI 
fearless (19): XP 4,000, 

Spdl-Iike abilities; none. 


R€IGN m A D N £ S $ 

Zagguteft intends not lo physically destroy Fortitude or its resi¬ 
dents, but to undermine their Faith by committing acts of evil, 
With each successful act. Fortitude slides a bit closer to the Out- 
lands; the gate's green flame dwindles and the surrounding 
mountains and trees become more airy. Observant PCs can note 
the changes and realize what's happening. 

The PCs can block ZaggutcIVs campaign of terror, halting 
the town’s regression, but Fortitude can't move all the way into 
Arcadia until they confront and defeat Zaggutch in the Confes¬ 
sional (see “Faring the Fiend", page 62). 

The townspeople, easily swayed by Cancel's high Charisma 
and accustomed to having great respect Ibr the paladin, remain 
confused and susceptible to Zaggutch's tricks. They cart offer 
link aid. other than to aim the PCs with their anguished shouts 
(” Dan eel's in the Boneyard/ etc.}. Harmonium troops are too 
busy quelling disturbances in other parts of the city to be on 
hand For any of the party’s battles. 

Below are a number of encounters in which the PCs can face 
off against Zaggutch: the DMs free to add others to build ten¬ 
sion before the final confrontation, 

Its not necessary to run all of these encounters or 
run them in any particular order. Just let the PCs try to stop the 
madness for as long as game play remains exciting and enjoyable. 


m ARCH 0f + HE UN DEAD 


Zaggutch appears in the Bubbling Boncyard (Area 6] and uses his 
animate dead spell to raise IdG skeletons and ld2 zombies each 
round until the PCs arrive. 

77m me/tint/ed ^rfrpexfunrs rattle off the praises a] the 
deceased nen as the undead monsters rise up our of the ground 
and stumble into the streets. Dan cel stands in the cemetery, 
hmtjhing of the absolute honor on the faces of rhv fmnrrs- 
people scattering in fear. "Dju tints it these trait firs wen- the 
best among yn?" he shouts “Be/L look at cm now! thev i e 
aotte up out of their graves to show ya ffaggoes what's 
realty UHtitftsg far any leatherhead 
who puss his faith in good sods!" 



Zaggutch continues to raise undead until personally 
attacked bv the PCs or until lie s raised 30 skeletons and 10 zom¬ 
bies, at which time he teleports away. The undead pursue and 
attack the townspeople unless destroyed by the PCs. 

□TACO 19; #AT 1: Dmg 1 dG [short sword); AC 7; 
HD 1: hp 6 each; MV 12; SD immune to poison and cold-based 
attacks, half damage from edged weapons; MR immune to 
eluirnv hold, sleep, and death magic; SZ M (6 Teet tall); INT non 
{01; AL N; XP 65. 

1 THACQ 19; HAT 1; Dmg ld8: AC 8: HD 2; hp 13 
each; MV 6: SD immune to poison and cold-based attacks; MR 
immune to charm , hold, sleep, and death magic; SZ M (6 feet 
tall}; INT non |0); AL N; XP 65. 

A SKY AFIRE 

Zaggutch tdeports to the top of the Orb of Day and Night (Area 
6), where he uses his pyrotechnics ability to create frightening 
explosions of IIreworks and flame across the sky, hiitiding and 
scattering the townsfolk, 

"This is the Itsud of glow at* Datieel likes now! fhe kind 
tluti's hot. and barns, ami seats* That's a hat cleat's I hi mi ad and 
cleans the body!" 

Zagguiril uses his wall of fire ability to surround three citi¬ 
zens (Pl/var h/0/Ha/LG) in a ring of flame 20 feet high and 20 
feet in diameter, then teleports away. The ring dissipates in ten 
rounds* but the screaming sods within die from ihe hem ir not 
rescued within three rounds. Any PC walking through the ring 
suffers 2d6 points of damage; any PC within the ring sustains 
Id 4 points of damage per round. 

FALSE ALARfTl 

At some location in the city. Zaggutch uses his advanced illusion 
ability iu make it look like a number .of aasimon - dev as and 
planetars - emerged from a gate to rescue the town, but immedi¬ 
ately caught tire and fell to the ground, writhing helplessly in 
agony. 

Dance} wares mockingly at Hie burning otjrnts of garni 
"Hew Jlnggocs, vrr jijsj not needed hen*. I guess the truth of it all 
mokes io a hit hot under the wings. eh?” Then he addresses the 
stunned onlookers: “Not too useful, are they? It's about time / pm 
u few of ’em in their place ." 

The thermal component of the illusion makes the II antes and 
heat seem real; the frightened townsfolk hover nearby but don't 
approach the aasimon. The PCs must prove the illusory nature of 
the spectacle to the assembled crowd. Any PCs who actively try 
to disbelieve the illusion can save vs. spell: a successful disbe¬ 
liever may influence other viewers, each of whom can then save 
vs. spell with a +4 bonus. 

Zaggutch remains at the scene to “taunt** the illusory aasi¬ 
mon. teleporting away only If attacked or il the illusion is broken, 

GEN + LE PERSUASION 

Zaggutch uses bis charm person ability to convince citizens to do 
their part against the “wrongheaded" forces of harmony. Desper¬ 
ate to place their foundering faith in what they still sec as the 
paladin Daneeh the poor sods can't resist the spell: They begin 
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tearing up the white riles 
of the roads, shouting 
out rude slogans against 
the Harmonium, anti 
breaking into fist fights* 

By the time the PCs 
arrive, Zaggutch Is direct¬ 
ing a citizen to rip up 
a flowerbed: the fiend 
i m med i ately t ekpo ns 
away, leaving eighi 
dwarves under his 
Influence* all of whom act 
independently of the others, The PCs must give each dwarf - one 
at a lime — a good reason to stop performing his or her particu¬ 
lar action and make a Charisma check at -2; with each success, 
the next attempt gains a +1 bonus to the check, A failed cheek 
means the victim immediately attacks the PCs (victims also light 
back if attacked firstb 

A PC who tries 10 dissuade an attacking victim can make a 
Charisma check at “4: success indicates the sod stops fighting, 
but resumes the action suggested by Zaggutch* A successful dis¬ 
pel magic frees n charmed victim, and any who arc bound or 
held for five rounds also shake off the effects of the spell. 

Cut m fa) (Wv.w u/o/Fo/iuh 

THACO 20: #AT 1 : Ding td3 (hands): AC 5 [chain mail); IIP 1; hp 
6 each: MV 6: SZ M (4 feet tall}: I NT very (12); AJ IN; Ml elite 
(14); XP li/a. 


RALLYING 
+ H£ Ck®WD 

A PC can try to convince the 
crowd to tumble to 
what’s really hap¬ 
pening and give 
their hearts and 
minds back to Da tied. 

If the DM thinks the 
PCs argument is sound* 
the cutter gets to make a 
Charisma check. Success 
indicates that a few audience members (as role-played by the 
DM) shout out support to Darted, reminding him of his devotion 
to peace and harmony. Failure indicates the audience remains 
unmoved* 

If the PC succeeds in rallying the first members of the 
crowd* her next attempt to do so gains a +2 bonus to the 
required Charisma check, thanks id the cumulative effect on the 
audience. 

For each round in which the audience calls out to Danccl* 
the paladins subjugated spirit gains strength* and Zaggutch must 
focus on reasserting his control over the body. During that 
round. Zaggutch can make no attacks* and all PCs make their 
attack rolls with a +4 bonus. 

file crowd's shouts arc effective only if Zaggutch 
is busy fighting members of the party. Otherwise, the fiend’s 
control over Dan eel is too strong to be weakened by verbal 
assaults. 


HE WAS * PERFECTLY NJC€ PALADIN. 

KEPH- -Fffi HimSELF. 
never B©+HERED AN Y© N E. 
i guess ] Hh" 5 +RUE + H E Y SAY — 

!+*s +h©se QUIE+ ©NES Y©U’VE G© + 
+ © WA + CH ©U+ f © R* 

— a CI + IZCN ©f F0R+I + UDE. 

commcN-KiHG en DA NEEL'S RA HI P AGF 


FACING + HE FIEND 

After the PCs have had a chance to fight the ctTccts of Zagguidfs 
evil throughout the town, ihe DM should run their final 
encounter with the fiend: a showdown in the Confessional in full 
view of a captive audience, A (Tightened dwarf shouts that 
Dimed s in the Confessional: there, the PCs find Dan eel strutting 
about on the low. round stage* speaking to the hundreds of calm 
citizens filling the seats. 

*Qur powcrs've failed us! D'vu realiy think they cure \fwc 
push off into their blasted plane or not/ D'vn really think they'd 
spend a thought over whether we five at die? Guess itr/abi* berks 
- ya'vc hern under their thumbs so tang ya can't see the truth tn 
front o' err face. Peace/ lhit many? Band make me laugh, flay - 
goes! It s ttli dead — just look at me! m 

Zaggutch*s using an ability granted by Dispater similar to 
(but more powerful than) an enthrall spell to mesmerize the 
crowd, all of whom give the paladin their undivided attention as 
a result* Any PCs who enter the Confessional must successfully 
save vs, spell ai +4 or become enthralled themselves (PCs save 
with a bonus because they don't share the crowd’s natural rever¬ 
ence for Dimed). Enthralled individuals whether PCs or crowd 
members — take no action until IriR rounds after Zaggutch stops 
speaking, and the fiend won’t stop unless forced* However* 
enthralled PCs can be roused by comrades who make a successful 
Charisma cheek at -4* 

Non enthral ted PCs may descend to the stage and fight the 
fiend in Darnel's body, who uses oil rhe powers at his disposal to 
humiliate and destroy the party. In addition* a PC not engaged in 
direct fighting can try' tn rally the crowd* 


ZAGGU + CH’S TAC + ICS 

TTie fiend won't (.deport away from the fight* figuring he wins 
either way: If he kills the PCs, the crowd loses even mure faith in 
the paladin; if the PCs kill Dancefs body* Zaggutch can just jump 
to another host, 

At some [joint during the fight* he tries to trick the PCs into 
thinking Dan eel's regained control: 

7Vte po/iu/m sndtftfjr/y stops fighting ami begins la tremble. 
Hi shakes his hend m blinks, and looks around tfs if teeing his sur¬ 
roundings f*n the first time . "WJklf - what \ going on?~ 

If any of the PCs cease fighting, Zaggutch tries to catch 
i hem off guard with a surprise attack - u 

- and resumes the bailie with full intensity. 

If Daneel s body is reduced to 12 or fewer hit points, 
Zaggutch s spirit really does leave the body and relinquish con¬ 
trol to Da nee I - intending for the paladin to be fully conscious 
of his imminent death. Any PCs who make successful Intelli¬ 
gence checks see a small red hall of light emerge from Dan eel's 
head: all PCs experience the following: 

"Stop, stop!'* cries the paladin, throwing dutch his sword. 
"The foul spirit has, . lots* , it is / - Da neck . . The man 
co/Jupscs at your few. 

Zaggut.ch's spirit tries to enter the body of a random audi¬ 
ence member and continue to disillusion the crowd, repeating 
this trick until finally captured or killed. 

Zaggutch won't leave Dan eel if the paladin's 
bntiy is imprisoned or held* Fact is. the fiend tries lo rally any 
nearby townspeople to rescue him from the hands of the "evil 
bashers'* {the DM can decide if and how the onlookers comply). 


♦ Q2 ♦ 



TH€ FA + E®fF©R+I + UD« 

Not knowing the dark of Dispatch's plan* the Harmonium simply 
thinks that Cancel's turned stag on the faction, believing he's 
been driven barmy by the vicious attack in which he lost both 
his arm and Guardian. The Hardheads want Daneel scragged, 
tried, and executed Fur blowing the Harmonious Ascension. 

Once the PCs have defeated Zagguteh (by cap luring or 
killing (lie spirit). Harmonium troops arrive and grab Daneel, 
dragging him to the Town Square for an immediate public forum 
on his crimes Any PCs who try to Intervene are told they can 
make their case after the paladin's been charged. 

Thousands oj townspeople ugttin begin to quitter around the 
pyramid, its weak and dim flame a pate reminder of hair puwer- 
fulty it once had hunted, the mountains ami nres that had begun 
to take shape outside the town tune little ware than blurry out¬ 
lines against the gray sky, iiowei e*. the murmuring crowd seems 
more 'disturbed by the sight iff .'Harmonium guards, un tap of the 
pyramid* offering Dancrf Smiter of Fiends* as a prisoner for 
judgmaiL 

The Hardheads charge Dancd with spilling innocent blood, 
committing evil and destructive acts, betraying the faction, and 
preventing the ascension of fortitude into Arcadia, Daneel* 
wounded and dazed, has only vague recollections of what hap¬ 
pened while he was inhabited by Zagguteh, and swears that 
someone — or something - seemed to take over Ins body. How¬ 
ever, he accepts responsibility for his actions and agrees that he 
should be put to death. 

At this critical juncture, the PCs can decide the ultimate fate 
of Fortitude by remaining silent or speaking in Danecl's defense. 

R € m A I N I N G SILEN + 

If the PCs do nothing, the Harmonium - not realizing the conse¬ 
quences of their actions - successfully convinces the crowd that 
Daneel did, indeed, turn stag. The Hardheads persuade the crowd 
to call for the former paladin's death - the final straw in their 
loss of faith that propels the town back to the Out lands. 

As the people turn against Daneel, dark ripples of despair 
and loathing seem to wash across the entire lawn. A law burring 
like a swarm of insects pervades your senses, a twisted reflection 
of the melody of peace that seemed poised to sweep the town into 
Arcadia , The green flame ott the pyramid dwindles to the size of 
<i halJVhg, its glow too dim tune even for reading, and the spec¬ 
tral mountains and trees fade completely from the sky. The 
ground doesn't move, but the weight in your heart tells you that 
Fortitude's fallen back to int patch of din on the Outlands. 

The DM should role-play the despair of various townspeople 
to make sure the PCs realize whafs happened, then proceed to 
“Aftermath," below, 

DEFENDING DANEEL 

IF the PCs speak in DaneeTs defense, they can try to convince the 
Harmonium and the crowd of Dan eel's innocence in the matter, 
and even inspire the townspeople to greater heights of solidarity 
by rallying them against the defeated forces of evil. 

As evidence* the PCs can point out the glowing red spirit, 
their encounter w ith Zagguteh in the Iron Tower, the change in the 
paladin's manner of speaking, and the gate spell on the sword (if 
they found it), PCs who help defend Daneel in spite of their align¬ 


ment serve to increase die collective harmony of the gathering, 

Whafs more, if the PCs captured or killed Zaggutch's spirit 
in front of onlookers, those witnesses tell what they saw. adding 
to the crowd's acceptance of the party's argument. Presenting 
and killing die captured spirit in from of the crowd is even better 
(besides, the town might nor slide into Arcadia if the fiend's 
spirit is still alive). 

The DM should try to make a decision based on the quality 
of the role-playing. If the PCs vigorously defend Daneel and muse 
the crowd into a state of lawful harmony, rhe scales tip and Forti¬ 
tude slides into Arcadia. However, if the DM wants to measure die 
success oT the arguments more exactly, he or she can require die 
PCs to make an initial successful Charisma check at -10 and add 
a +2 bonus to subsequent checks for each bit of "evidence" pre¬ 
sented to the crowd. 

In any case, if the PCs are successful, read or paraphrase the 
following: 

Vv you speak you iwrier /hr preen flame atop the pyramid 
growing larger and larger, {onsttmuui Hit sky trt a iade inferno 
tlwl warms vour skin thoroughly without nut king ii shed a simile 
bead of sweat. The ghostly trees that lua ered UiaubsiuntidUy our 
side the mwn solidify into might y oaks, ami the wispy mountain 
peaks crystallite into a gleaming range of ice-capped cliffs \ 
silent song from the assembled thousands Jills your /nvtrt. and as 
the Jinnies slowly recede from the sky* vnu see the smoky gray 
haze has been swept away, in its place o field of flawless blue , 

The DM can role-play the delight of the townspeople to 
make dear what's happening to PCs still in die dark, then pro¬ 
ceed io “Aftermath,’* bdow. 

If the PCs killed Daneel during their batrie, the 
Hardheads simply drag his corpse to the Town Square and 
posthumously charge him with the crimes. The PCs can still try 
to explain the dark of the situation and rally the crowd toward 
lawful harmony, but they have a much harder time. Hie DM can 
insist on top-notch role-playing or saddle the PCs with even 
heavier penalties on their Charisma checks. 


af+ eRm a+h 

IT the PCs helped push Fortitude into Arcadia, rhe Harmonium Is, 
at Firm, annoyed that the parry dared to challenge iheir accusa¬ 
tions against Dancd, However, once the results become clear, the 
faction hails the PCs fur managing to defeat the plot against the 
Ascension, never realizing that Daneel was the primary target. 
Tonal Shar gives the PCs the full amount of the promised 
reward for delivering the sword and can even be talked into 
upping the jink another 2,*>00 gp for the party's rescue of the 
town. The dwarfsmith Grimbrech Stonebaminer escorts the PCs 
to the halls of Mount Clanggedin, where each PC gels to choose 
one magical item from the dwarves' vast armories. [The DM can 
specify whatever weapons, armor, or other items he or she 
wishes to have among the choices,) 

Daneel is stripped of his status as a paladin. However, 
because Dan eel's evil actions were magically influenced, an 
agent of the power Marduk permits him to undertake a danger¬ 
ous quest to atone for his misdeeds: if he's successful, his stains 
will be restored. The agent asks the PCs to accompany Daneel on 
she quest to aronc for bringing the tainred sword to Fortitude in 
the llrst place (an ideal jumping-off point for a new adventure), 
bus he doesn't compel the party' to do so. 


♦ 63 ♦ 



As the PCs eventually discover. Fortitude’s ascension doesn't 
leave a hole on the G inlands* Hie town's not called “the Egg" for 
nothing - in a mysterious rebirth* another copy of the burg ap¬ 
pears in the same spot on the Outlands, containing similar build¬ 
ings hut different residents. Hie DM can have a member of the Har¬ 
monium. lightheaded with joy aver the Ascension, share the fol¬ 
lowing legend with the PCs; Other versions of Fortitude have 
ascended before and many more wit! ascend in the future, but if the 
town goes over enough times {though no one knows how many), 
something wondrous will finally take its place on the Out lands. 

f : me m ; If Fortitude slid back to the Gutlands. 

the mood in town is more grim. Dan eel undergoes a public Cere¬ 
mony of Disgrace and is summarily executed by Lhe Harmonium 
fur his crimes. Since the PCs did return the holy avenger to Forti¬ 
tude as agreed. Totiat Shar delivers the promised jink - but not a 
coin more — and Grmibrech Stonehammer allows each PC to 
choose a magical item from Mount Ganggrdin. However, the 
Harmonium indirectly blames the PCs for bringing the tainted 
sword in the first place and treats them with hostility in the 
future. What's more, the PCs are warned they 11 be scragged and 
imprisoned for life if ihey breathe a word of the failed Ascension 
to anyone. 


$ + ©RY AWARDS 

In addition to experience points gained throughout the adven¬ 
ture, the DM should give lhe PCs awards for completing the fol¬ 
lowing tasks: 

l All PCs receive 5 t O(M) experi¬ 

ence points. 

All PCs receive 2,500 expe¬ 
rience paints. 

The DM can award experience 
points based on role-playing and on whether each PC acted in 
accordance with his or her alignment. Among PCs whose align¬ 
ment required them to help push fortitude into Arcadia, those who 
did the most receive 1.000 X3\ those who did less receive 2,000 
XP, and those w ho did the least receive 1,000 XP. The same guide¬ 
lines apply to PCs whose alignment required them to try to prevent 
fortitude from sliding into Arcadia. 



AN APPENDIX: ©N BAA + ffiK and +HE BAA + tZU 


BAA+fXU P©W€R5 

Most baalczu have individual speiMike abili¬ 
ties, usable at will once per round unless otherwise indicated All 
baatezu except for 1 emu res, nup pc ribas, and spinagom also have 
the following abilities, which are not listed in the statistics given 
throughout this adventure: advanced illusion, animate dead , 
(harm person , infra vision, know alignment (always active), sug¬ 
gestion, ami teleport without error ; 

All baatezu except fur lemures and nop peri bos can use a 
gate ability to try to summon other baatezu. Statistics in this 
adventure note how often rhey can try. Lhe chance of success, and 
rhe type and number of baatezu that can he summoned. 

Lemures, mipperilms. and abishai regenerate 1 hit 
point per round from most damage (refer lo the PlANtSCAft: 
Monstrous Compendium Appendix for more information). Lemures 
and nup peri bos regenerate from any condition, including ashes. 
Comugons, gclugons. and pit fiends regenerate 2 hit points per 
round, 


table u damage infuc + id ®n baa+ezu 


Attack Form 

Damage 

Add 

Full 

Cold 

Hair 

Electricity 

Full 

Fur 

None 

Gas 

Half 

Iron weapon 

None 

Magic missile 

full 

Magical weapon 

Full 

Non magical weapon 

None 

Poison 

None 

Silver weapon 

Full t 


Gelugons suffer half damage from fire, none from cold. 
Lemures. nupperibos. and spirtagons suffer full damage. 
Amnizu, comugons, gelugons, and pit fiends suffer half. 


TABLE It; EfFEC+S ©N MAGIC IN AVfiRHUS AND D [ 5 


Cun iiKMtml 
Su mm un mu; 
DtvtNAnoNr 
Element \e: 


Necromancy: 


Wit n: 


Caster must make successful spell craft proficiency roll or Intelligence check at -5 to control conjured/summoned 
creature. 

Attracts baatezu to caster. Results of spell presented us grimly as possible. 

A vermis: Eank/fire spells intensified: air/water spells diminished. 

Dis; Eanh/flfe spells intensified; air/water spells impossible. 

Caster of heal mg/life spells must make successful save vs. spell. Spells to cause damage/pain or control undead cast as if 
caster were one level higher. 

No wild surges or spells above 4th level. All spells cast as if caster were one level lower, 
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